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"IN THE WORLD OF WRESTLING 


THERE'S ALWAYS A BATTLE 
BREwING, BUT HER ==) 
WHERE THINGS START 


‘TO GET INTERESTING..." 


"tHe VISUALLY BRUTAL 
AND HIGHLY SKILLED 

COMBATANTS OF THE 

ULTIMATE FIGHTING 

CHAMPIONSHIP WILL ONGE 

AGAIN SHOW OFF THEIR 


VIN -a nN MON <4 e = 4 =) 4-4 n=) 


FOR GAMERS." 


"UFC THROWDOWN WILL 


FEATURE OOVER 25 OF THE 
TOP UFC FIGHTERS 


AND HOST A GAMEPLAY OF 
MODES." 
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Welcome to the world’s 
best PlayStation 2 magazine 


BIG CHANGES IN STORE FOR PSM 


ou’ve probably noticed how different 


our cover design looks this month. We 
think the new style looks pretty darn 
slick, and we hope that you do, too. 

Why the change? We’d been doing things 
the same way for years, and figured it was 
high time to freshen things up a little around 
here. We'll still have illustrated covers, but we 
also want to experiment with some other 








styles. We'll be updating the inside of the mag 
too, keeping everything you love and adding 
new stuff that will make PSM even better. 
With the largest circulation of any PS2- 
dedicated magazine, it would be easy to get 
complacent — but that’s not us. Just wait until 
you see the surprises that we have in store! 


And as always, be sure to let us know how you 


like what we're doing! > CHRIS SLATE 





y OKAY, 
GOTTA BUCKLE 

DOWN AND COME 
UP WITH WEW 


cook 
WONDER WHAT'S 
ON SKINEMAX 
RIGHT NOW? 


CHRIS SLATE Editor-In-Chief 


LIKES: Games that make you think creatively 
HOBBIES: Comics, hoops, J-Pop, movies, anime, DVDs 


Proudest gaming moment? 

Probably beating Super Mario: The Lost Levels in one 
sitting — that game is hard! | know it's a Nintendo 
game, but you just can’t beat a good Mario title. 


“We figured it was high 
time to freshen things up a 
little around here” 









| 


SENIOR EDITOR 


DISLIKES: Games that cheat! 
HOBBIES: Saving the world 





Beating 100 consecutive 
opponents in order to gain 
Sarah’s special bunny ears 
in Virtua Fighter 4. 





BILL D IE 


MANAGING EDITOR 


LIKES: polish-pope.com 
| HOBBIES: Selling CDs! 








F np 
When I killed all 3 enemies 
in Super Bomberman 2 in 
13 seconds. Did | mention I 
had a beer in one hand? 








-| Breaking 1500 in the 








R N 
REVIEWS EDITOR 


LIKES: Watching MST3K 
HOBBIES: Extreme Croquet 














STRATEGY EDITOR 


LIKES: Eggplant 
HOBBIES: eas Switches 


That one time when I made There are ‘many, but 

the guy collect all the beating MGS2 on extreme 
things and defeat these without killing anyone 
other guys to save that girl. ranks up there! 

DAN Fi { GARY LIEW Associate 
ART DIRECTOR ART DIRECTOR 

LIKES: Just cash, baby LIKES: Tartar Sauce 


HOBBIES: Diaper shirking 











HOBBIES: Dipping 


lam proudest when my 





-| weekly Unreal Tournament fish, Sparky, catches the 
_| rankings... for the first five Frisbee without all the 
minutes of the week. hooks and bait! 


his month’s cover is a big departure for us in | many ways, but whether you a the old style 0 or r the new w style, 


. > +f T there’s no denying that our covergirl is HOT. Her name is OY' 


j, and she’ll be backing you up in O1 





You've just got to love female armor in videogames — maximum protection with minimum wardrobe >) 


> “While you 
gaijin dogs are 
staring at my 
chest, I’m slicing 
you in half.’ 
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really is a contact sport! RedCard Soccer's unique adrenaline-style game play 
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9OSRE Si Sit PUB Oe 
#0 syewepen Parisibel 


Champion. Soccer Moms, cover your eyes. Different game. Different rules. 


EVERYONE 


Mild Violence 







PlayStation. 

















like a recipe for some awesome vehicular carnage.” —iev com 
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Demonstrat. Skillgin a multitude t 









© Design.and perform your own)wild)stun 2 Stunt Arena! 





FROM THE CREATORS OF THE BLOCKBUSTER SERIES “DRIVER” 




















and a foe to die for. 

The Director depends on you. 

The movie depends on you. 
d nobody can drive like y 
You are Ss Stuntman. os 


y 


re-order your copy today. 


For movies, screens 
\ ss other Stuntman info go to... 


ii all 





Stuntman ©2002 Infogrames, Inc. 
All rights reserved. Created 
and developed by Reflections 
Interactive Limited, an Infogrames 
studio. The ratings icon is a 
trademark of the Interactive 
Digital Software Association. 
"PlayStation" and the "PS" 
Family logo are registered 
trademarks of Sony Computer 
Entertainment Inc. All other 
trademarks are the property of 
their respective owners. 
Manufactured and marketed by 
Infogrames Inc., New York, NY. 


RATING PENDING 


Visit www.esrb.org or 
call 1-800-771-3772 


for Rating Information. 














Me! SHOOT 
HIM, DAMMIT, 


FOR THE 
LAST TIME, 
MY OUTFIT IS 


I'M GONNA 
NEED TO HOLD 
7 ON TO THOSE GUNS, 
MISS -- AND I'LL 


NEED TO TAKE YOUR 


PISTOLS, 
TOO. 





BY THE SWEET-SMELLING 
FLAME OF 
GATES OF ELDERWALK TO OPEN... 


Bilal 
THE SOTH, | COMMAND THE 


| > Grand Theft 


Auto 3 
GTA3 is loaded with cool 


| hidden extras, tricks and 
| stunts that are so insane, 
HE'S BITING © 


you'd have to be... well, 
insane to try them. Let’s 
give it a go, shall we? 





> Tekken 4 
HANDS-ON 


| We go mitts-on with 


Namco’s drool-inducing 
punch-’em-up. We knew 
it would be good, but we 
didn’t realize it would be 
this damn good... 





> Tomb Raider 
REBORN 


Core is eager to prove 


j that this Tomb Raider 
} isn’t just another ho-hum 


romp through a few 
caves. Check out these 
first screens to see why! 





> Blood Omen 2: 
AYE CY) 5) 


CO] VT at vat-)amm (),<o)y- cele) ae) a=) 
look at BO2, laughed, 
then proceed to utterly 


| defeat and humiliate the 


| game. He shares his 





wisdom on pg. 80! 


MONITOR > 14 
14 > TOP STORY 


FINALLY — PS2’s online games revealed! 


20 > CHECKPOINT 
REVIEWS p> 23 


24 > GAME OF THE MONTH 


Deus Ex is finally on PS2, and it rocks! 


36 > SCOREBOARD 
PREVIEWS > 55 


HOT RPGs Kingdom Hearts & Xenogears! 


GAME INDEX 


Aggressive Inline 66 
Army Men RTS 26 


Blood Omen 2 i} t= {1] 
Deus Ex: The Conspiracy 24 
Downforce 68 
Ecco The Dolphin 28 
ESPN NBA 2Night 2002 26 
Eve Of Extinction 30 
Gitaroo Man =|] 
Gravity Games 77 
Headhunter 76 
Herdy Gerdy 33 
Hot Shots Golf 3 t=] =) 
Kingdom Hearts 56 
Mad Maestro 30 
Mat Hoffman’s BMX2 75 
Men In Black Il i=t=] 
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STRATEGY > 79 


Jedi Starfighter, Hot Shots Golf 3 & more! 


OBI-WAN, 
PADME'S ON * 


THIS SHIP 
AROUND! 


90 > CODES 
LETTERS > 92 


We answer your questions and put goofy 
word balloons in people’s mouths. 


92 > LINK-UP 
RESET > 97 


Get a jump on everyone else and find 
out what's gonna be hot next issue! 


Mister Mosquito 28, 87 
NFL Blitz 20-02 66 
NFS: Hot Pursuit 2 6l 
Pride F.C. 74 
Savage Skies rt] 
Simpson's Road Rage =] 
Smash Court Tennis 1] 
SOCOM: U.S. Navy Seals 74 
SW: Jedi Starfighter 2 27, 80 
Stafe Of Emergency 30 
Street Hoops 64 
Superman 60 
Tekken 4 70 
The Lost i=} ] 
Transworld Surf 

Tomb Raider: N. G. 

WRC 
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If you HEE: the first 

game looked hol, wait 

‘till you get a load of 

THESE graphics! Get 

your first full 

look at the 

sequel that’s 

sure to rock your 

socks ae E) ae 
l t i®) 


THE aM 


MISSION ST 


industry. This is NOT a “mass-market” 
don’t focus Oy “fun for the whole family,” or waste 
space i movie stars that have nothing to 
do with games. That’s just not what we're into. 
PSM is also proudly independent. We have no 
Official corporate sponsor, so you can trust that our 
reviews and opinions will always be 100% our own. 
sr readers always come first, and we would never, 
eR betray your trust. This is our promise to you, 
the hardcore PlayStation gamer, who deserves 
s. Now let’s get this issue going! 


4 Beinga 
videogame babe, 
Oyu here is forced to 
‘wear revealing armor — 


_ that probably wouldn't 


~ make one bit of differ- 
ence in a real fight. But 
hey, we aren’t complaining! 
if one look wasn’t enough to 
_ make you fall in love, take a 
second gander on page 46... 


Rex Fs igatta werh cAZi 
‘, Jf, 7S 3 AG = 


[PSM 














BLOOD AND GORE 
VIOLENCE 

















PlayStation. 








Kain returns to video gaming's 
high-throne of bloodthirsty bad-asses. 





When battle-ax and sword edges dull, Kain turns to 
Dark Gifts such as rupture and possession. 





Whether in pursuit of power or just for the thrill 
of the kill, Kain’s lust for blood is inspiring. 


This game is 
intended for 
mature audiences 


ONL 





www.LegacyofKain.com 









U Your inside look at this month’s 
hot topics, gear, and games 


> Games like Resident Evil Online, Gran Turismo 
Online, and Final Fantasy XI are sure to give PS2 
& online gaming the jump-start it needs. 















ia 


nline gaming is going to change the world. You'll never look at 
| your PS2 the same way again. We'll all be jacking into the 

Matrix from our living rooms. Yada, yada, yada. The truth is, no 
amount of hype means anything without games to back it up. Here in 
the U.S. we're still waiting for those games to be announced (see next 
page), but in Japan, Sony has taken the wraps off an impressive first 
wave of online games for that country’s PS2 broadband network — 
Officially known as “PlayStation BB”. 

The list is headlined by some pretty big names, including Resident 
Evil Online, Gran Turismo Online (a.k.a. Gran Turismo 4), Final Fantasy XI, 
Armored Core: Project Sigma, Arc the Lad Online, Bomberman Online, 
and Minna No Golf Online (Hot Shots Golf to us Westerners). The full list 
of 30 titles (see boxout, next page) includes several games specifically 
targeted at Japanese players — historical combat sims, board games — 
but it’s the sheer number and variety of titles in this lineup that’s most 
important. It means that there will be something for everyone's tastes, 
giving every gamer a reason to get into playing online. And that means 
more online games, which leads to more people online, and so on. 


vopeimpo dip coin) cole) 





NGs QA 


In a related announcement, Square has finally nailed down the nitty- 
gritty details on Final Fantasy XI; specifically, its release date and price. 
The game will debut in Japan on May 16 for 7800 Yen ($61) and 


WHAT DO ix¢ 
YOU THINK? 


“FANN 


In the wake of these latest 
announcements from Sony, we Metal 
asked visitors to our website Gear (25%) 


(www.psmonline.com) which 

big PS2 series they’d like to 

see taken online that haven't 
already been announced. You'll 

want to keep your thug-for-hire skills 
honed, from the looks of it... 
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players will need to ante up 1,280 Yen ($10) a month to join in the fun. On this 
side of the Pacific, Square has yet to even get FFX/ up-and-running at its offices 
and isn’t ready to divulge U.S. pricing or release plans just yet. 

In Japan, the game will be played via Square's own PlayOnline service, so its 


“I’s the sheer number and 
variety of titles in this lineup 


thal’s most importsnt.” 


release isn’t tied to the launch of the PlayStation BB service. Which brings us to 
an important point — when exactly will Sony’s service go live? Sony, true to 
form, still hasn’t revealed that crucial detail. It’s loosely slated to launch this 
year, and a waiting list of sorts is being set up at the company’s Japanese site. 





No one, not even Capcom's U.S. offices, seems to know quite what RE: Online is 
all about. At Sony’s big online gaming announcement, little more than the title 
was revealed. The only somewhat juicy tidbit was the phrase “escape from 
Raccoon City”, used to describe the basic game premise. Will we be joining 
forces with other PS2 owners 
— playing as average city folk, 
police, and others — to fend 
off the zombies hordes and 
make it out alive? Or maybe 
choose sides and play as evil 
Umbrella operatives to 
suppress fleeing would-be 
heroes? Only time will tell, but 
you have to admit that it’s a 
fitting (and at least somewhat 
unique) premise for a multi- 
player Resident Evil game... 
We'll have more on RE: 
Online and Sony’s online gaming plans (as it pertains to what we'll see in the 
U.S.) as details are announced, most likely right after this year’s E3 in May. 
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Sony’s U.S. Plans 
Re- nnounced 


nan announcement strangely similar to, but not quite as fresh 
ai sounding as the one made at least year’s E3 show, Sony has reiter- 

ated that it A) has a network adapter for PS2 and B) it will retail for 
$39.99. The difference this time around is the date: August 2002. That’s 
when Sony’s online service for the U.S. will spring to life, just a wee bit later 
than the Fall 2001 roll-out announced last May. Why the delay? Sony was 
coy on the subject, but its comments imply that in-house games featuring 
online elements simply weren’t ready for Fall 2001 release, and that it 
wanted more PS2s in gamers’ homes before moving ahead as well. 

Sony isn’t ready to announce its own first-string game offerings specifi- 

cally, only that it is aiming to have around 12 network-enabled games at 
launch. It’s up to third parties like Capcom or Square to announce their own 





launch titles, which should happen at (or just before) this year’s E3. 

The best news so far is that — at least for Sony’s own games — you 
won't have to pay to play online. There will be no fees, monthly, hourly, or 
otherwise beyond your existing Internet Service Provider costs . Third parties 
will be able to do what they want, but for now, the general feeling is that 
most (if not all) games will be fee-free, just like nearly all online PC games. 

The PS2 hard disk drive is still MIA, with Sony saying that none of the 
initial online games will require it and that it will be introduced at a point 
when content that will take advantage of it is available. In short: don’t expect 
it this year. Sony also says it has no plans for a PS2 web browser at this time 
— it just wants to focus on games for now, and we can't disagree with that. It 
won't discourage third parties from producing one, though, and hasn’t ruled 
out the possibility that it will offer a browser in the future, either. The only 
software in the network adapter‘s box will be a basic connection disc to get 
you up and running via your ISP of choice, it seems. 


Five Things We DON’T 
Want to Do Online 


Sony says gamers don’t want to 3. VIDEO CHAT 

browse the web on their TVs. Face it: What do you usually look 
We're not too sure about that, but —_jike while gaming? Well, your idea of 
there are some things we'd rather = “qracceq up” may be extremely 

not use our PS2 for on the Net... over-dressed in the opinion of 


others, if you catch our drift. 


4. ARGUE WITH 
OTHER GAMERS 


Whether it’s in a chat room or on a 
message board, there's nothing that 
drains the fun out of gaming more 
than nitpicking “jaggies” or griping 
about which system is better. 


1. LOOK AT POP-UP ADS 


These are bad enough as it is, but 


can you imagine them appearing 
over your game, or, worse yet, 
vibrating your Dual Shock to get 
your attention? 


2. BID ON “ANTIQUES” 
That “heirloom from the Oregon 
trail” you're eyeing? A soda can. The 
collected works of Shakespeare, first 5. WORK FROM HOME 
printing? A napkin with “ha-ha” There's just something altogether 
written on it. And let us advise wrong about using something called 
against pursuing that “rare signed a “PlayStation” as a “WorkStation”; 
edition” of the Bible. wouldn’t you agree? 
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> Blind Kenshi is, well, blind. As a 
result, his other senses have 
become as sharp as his blade. 


ial ae hatiiiscs CAME UPDATE 
TO GAMECUBE 


ise Mortal Kombat: 
——-4- Deadly Alliance 


All-new fatalities! Full 3D! Less spandex! 


lood red is definitely back in Scorpion, Subzero, Raydan; Shang 
B style for 2002. Hot on the Tsung, Sonya, Jax, Quan Chi, ‘and 
heels of Rockstar’s controver- Reptile are set to return (weighing in 
=a) sy-sparking Grand Theft Auto 3 and at a hefty 7000+ polygons each) 
; State of Emergency, the original king of — with some cool-looking newcomers 
+ CHIP MAKES SONY videogame violence, Mortal Kombat, is like ninja Blind Kenshi, demon 
HOPPING MoD ‘ shaping up (and stocking up on the red Drahmin, and trenchcoat-wearing 
i Lida dda tA Lhd bk stuff) for its long-awaited return to the Malvado along for the ride. Expect 
spotlight — and parents’ nightmares. more on the game as we get it. 


As evident in our recent fighting 
game feature (PSM #56), this won't be 
the same old MK. Proving this even 
further, Midway is throwing out all of the 
old character fatalities and creating all- 
new ones to master instead. The 
fighting system is also being expanded 
with full 3D movement and the ability 
to switch fighting styles on the fly. The 
environments also look to be more : 
beeaheihaiest win onefeaurre Sean aan etme coe 
statues that vomit acid onto enemies > Each character will be comprised of more 
who are hurled into them! than 7,000 polygons, with tearable clothes! 
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Sony’s Newest Heroes 


The Mark of Kri gives adventure gamers the bird 


ae 

a 

~S wi 
win 


eS 


1 Un. 
= 
m 


he first of what should be many original PS2 titles prey named Kuzo. The game, which is the first to be 





ai from Sony for later this year has been unveiled. developed by SCEA’s new San Diego studio, promises plenty 
PS, l SG Continuing the “team-up” theme of Jak and Daxter, —_ of puzzles and an innovative combat system. Sony hasn't said 
LINE ere H r The Mark of Kriis an action-adventure hybrid that stars a exactly how Kuzo will factor into the gameplay (if at all), but 


samurai-esque warrior named Rau and his partner, a bird of we'll have a full hands-on look at the game next issue. 





»WIPEOUT, DROPSHIP 
NOT Wi PED OUT 


A Next up in Sony’s fine of 
“buddy adventure” games: 
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Treading on 
Halo-ed 


First came the Xbox 
stunner Halo; now 
there’s word that 
Sony Computer 
Entertainment 
America may be 
looking to get in on 
the action with a sci- 
fi squad-based FPS 
of its own, to be ; - 

developed internally at the company’s Foster City, 
California, headquarters. Take it for what it’s worth, but 
the rumor also has it that the title handily “blows away” 
Microsoft’s offering. 

Our take: Halo had several years of development and 
some incredibly talented tech gurus behind it — Sony 
would need to have kept something like this extremely 
secret. But it’s managed to keep some pretty big projects 
under wraps before (i.e. Jak and Daxter), so we wouldn’t 
put it past ‘em. Q3 


Contra Indications 


Ye olde school action fans should remember the name 
“Contra” quite fondly. Konami's series was a blast in 
arcades and on NES, SNES, and Genesis — let’s forget 
the 32-bit editions, okay? — and now reportedly stands 
poised for a comeback on PS2, though its creators are 
keeping coy. The title “Contra: Shattered Soldiers” has 
already been thrown around by retail sources, but 
whether this will be a new take on the series or some 
kind of “2.5D” treatment remains cloudy. 

Our take: Please, please, please don’t let the guys 
who did the PSone Contra games anywhere near this. 
Please. L ¢ 


Shared TimeSplitters 


We always thought that the original TimeSplitters would 
have been a great FPS to play online. Well, we may get 
our wish with the sequel. The game has had its release 
pushed back to not-so-coincidently mesh nicely with the 
launch of Sony’s online network, or so we've heard. The 
solo potion of 7S2 was already looking great — throw in 
online multiplay and we may end up in FPS heaven. 

Our take: After Sony’s recent online announcements, 
the game’s delay seems a little too convenient for our 
tastes. Not to mention developer Free Radicals’ coyness 
of late on the netplay topic... F ILM 


Gran Finale 


Will Gran Turismo Online (a.k.a. GT4) be the last game in 
the series on PS2? That’s what we’re hearing. Not only 
that, but details gathered on the down-low also have it 
that the game will feature a number of fan-requested 
additions such as convertibles (complete with driver 
models) and possibly even collision damage. It’s also said 
that footage shown to developers made them hotter 
than the new Ferrari to get behind the wheel. 

Our take: Given that there were only two GT titles on 
PSone, this doesn’t sound all that far-fetched. We're still 
a little dubious of the crash-and-bash stuff, though. 





MOVIE NEWS 


HOLLYWOOD GOES 
GAGA FOR GAMES 


Now that Resident Evil has sent us screaming from 
theaters for all the wrong reasons, Tinseltown is ready 
with five more servings of finely-aged (if not directed) 
game movie cheese — all with release dates “TBA’. 

The most promising of the bunch is a $60 million 
live-action Tekken flick from Crystal Sky Entertainment. 
New Line Cinema has bought the rights for a State of 
Emergency film (with American Pie's producers at the 
helm — huh?) and Mindfire Entertainment rounds out 
the bunch with movies based of Dead or Alive and House 
of the Dead. The latter has a $12 million budget, which is 
rumored to have been the catering bill for Tomb Raider. 


GAME MOVIES 


WE'D LIKE TO SEE 


MEGA MAN 

Edward Norton (Fight Club) dons 

the blue suit to take on impending 
adulthood and Sir lan McKellan 

(Gandalf, Lord of the Rings) as the 

evil Dr. Wily in this modern coming of age 
tale from X-Men director Bryan Singer. 


PARAPPA THE RAPPER 

Director John Singleton (Boyz N The Hood) has his 
hands full with diminutive Verne “Mini-Me” Troyer 
in the title role and his mentor, Chop Chop Master 
Onion (Mr. T). 


MAXIMO 

Getting back to his, well, Tim Burton-y roots, Tim 
Burton brings Capcom's newest hero (played by 

Elijah Wood) to life, then death, then back to life 
again set to a musical score by Danny Elfman. 


SILENT HILL 

M. Night Shyamalan, director of The Sixth Sense, 
takes us to the sinister town with a murderous past. 
Bruce Willis is the deeply troubled lead, with Meg 
Ryan as his dead wife. Surprise ending: Silent Hill is 
actually Andy Griffith’s Maybury! 





WHAT YOU SHOULD 
BE PLAYING 
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Subtitled Hoodlum Havoc, the joint-less 
French platforming hero’s next 
adventure is destined to be yet another 
eye-popper when it arrives this fall. Set 
in new regions of Rayman’s world, such 
as the Swamp, Moor, and Deadlands, the 
game will feature a totally revamped 
battle system and new special powers 
for its leading man-thing (whose new 
design has yet to be unveiled). We'll have 
more on the game soon, so stay tuned! 





PxbRiS Te OP Gnk 


SPYRO FLIES AGAIN 


niversal Interactive has announced the first PS2 
| | installment in the Spyro series with Spyro: Year of the 

Dragonfly. Sticking with the same “more is better” 
philosophy it employed with Crash Bandicoot: The Wrath of 
Cortex, this already great-looking sequel will have more levels, 
more play mechanics, and more vehicles than previous Spyro 
outings. His dragon-ness will also earn new dragon breath 
abilities, including electricity, ice, and bubbles. Unfortunately, 
our suggestions of “Harvest Peach” and “Crisp Linen” 
upgrades appear to have fallen on deaf ears. In any case, look 
for more on Spyro’s latest trek in the next issue of PSM. 


VERSUS MODE 


Mega Man: Robot created by Omega Man: Last man on 
a scientist to fight evil Earth; a scientist who fights evil 


Advantage: Draw 


Mega Man: Friends call him 
“The Blue Bomber” 


Advantage: Mega Man 


Omega Man: Friends don't call 
~~ everybody's dead! 


Mega Man: Jumps and shoots 
energy bolts from his arm 


Omega Man: Played by Charleton 
Heston; he’s heavily armed 


Advantage: Omega Man 
Mega Man: Can adopt powers 
from defeated bosses 
Advantage: Mega Man 


Omega Man: Adopts “wasn’t my 
fault” stance on apocalypse 


Mega Man: Must contend with Omega Man: Must contend 
weak foes like “Cut Man” with never-ending loneliness 


Advantage: Draw 
Mega Man: Stil! stickin’ it to evil; 
series will never die 


Advantage: Mega Man 
WINNER: MEGA MAN! 


Omega Man: Gets impaled on 
a stick and slowly dies 


A Ol’ fire-breath looks like he could use some Prilosec right about now. 
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MARK MADLAND 
PRODUCER, 
NEED FOR 
SPEED SERIES 
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“= he man at 

E the wheel of 
Electronic Arts’ 
flagship racing 
franchise details 
the nuts and bolts of Hot Pursuit 2. 





Given the success of past titles in the 
NFS series, the bar has been set high 
for creating the next-generation 
versions of the game. We wanted to 
satisfy the cravings of NFS fans, but 
needed to envelope many significant 
differences and improvements. 

We started from a graphics stand- 
point. In NFS: Hot Pursuit 2, evading 
the cops in the hottest cars on the 
planet has taken on entirely new 
realism and visual acuity. HP2 delivers 
extraordinary realistic environments 
and picture-perfect super cars. 

We have also introduced three 
types of “Extreme Zone” camera 
assists, special jump cams, Ferrari 3D 
dashboards, animated drivers, 
advanced particle physics effects for 
weather, fog, water, smoke, etc., and 
true-to-life Al racing behaviors. In 
addition, we will be introducing a 
unique event tree with more than 60 
race venues that allow users to choose 
their own reward path. 

But what we were really after was 
having the user totally feel the 
intensity and emotion of racing real- 
world exotics while being chased by 
cops. In real life, there is that sinking 
feeling when you see police lights in 
your mirror and you know you've been 
caught speeding. You pull over, cursing 
to yourself, feeling helpless. 

But haven't we all had that 
moment when we considered, even for 
a split second, the other alternative? 
Could | try to outrun that cop? What 
would happen if | stomped on the gas 
vs. pulling over to the right shoulder? 
How far would the police go to stop 
me? Could | realistically get away? 
That is the fantasy that HP2 wants to 
intensify for gamers. 

Once we determined this course 
for the game, the sense of escalation 
of the pursuit becomes paramount. 
The cops increasingly escalate the 
pursuit to highly intense levels. 

First they call for backup, so you'll 
have two police cruisers trying to 
knock you off the road. Then, a super- 
visor chimes in and organizes road- 
blocks and spike strips. If that’s not 
enough, the chopper is called in to 
intervene as you smash patrol cars into 
trees and oncoming traffic, and use 
guardrails to flip them. All this, along 
with passing other racers on the open 
roads at break-neck speeds while 
avoiding traffic and running from cops. 

Back to reality... instead of running 
from the cops, you sit heavily in the 
seat of your car as the officer presents 
you with a ticket for $152. You couldn't 
possibly have avoided this situation, 
but what if... 





THE MOST INTENSE 
_ MOVIE FIGHTS EVER! 
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U LTl MATE- F / GHTS r CO M © 2002 FlixMix. All Rights Reserved. 


020 





This is your one-stop spot to get a handle on the best stuff headed our 
way. Please keep in mind that release dates are always subject to change. 


Checkpoint 


} PUBLISHER 
Akira Psychoball Other AIA 
Gundam: Lost War Chronicles Action Bandai 


TITLE GENRE PUBLISHER Gundam: Federation Vs. Zeon Action Bandai 
Bie Other The Lost Adventure Crave 
» Mat Hoffman’s Pro BMX 2 Sports Activision 
Racing Medal of Honor: Frontline Action EA 
Action MX 2003 Racing THO 
Other NHL FaceOff 2002 Sports Sony 
Sports Return to Castle Wolfenstein Action Activision 
Strategy Simpsons Skateboarding Sports EA 
Action SOCOM: US Navy SEALs Action Sony 

















Racing 
Action 
Action JULY 


as Stuntman Action Infogrames 
: one Terminator: Dawn of Fate Action Infogrames 
5 ports Way of the Samurai Fighting Bam! 









Action [=] S 2 

Racing Aliens: Colonial Marines EA 
Racing Kelly Slater’s Pro Surfer Activision 
Action Sky Gunner 

Action Street Hoops Activision 






Racing 
Racing 
Fighting 


Sky Gunner will satisfy the most itchy trigger finger. 


















PG Gundam Battle Assault 2 Bandai | 
c-12 Sony | 
: ry _ PUBLI HER 
GENRE PUBLISHER Onimusha 2 Action Capcom 
Turok: Evolution Action Acclaim 
: X-Men: Next Dimension Fighting Activision 
Deita Force brings the > Turok flies the 
violent world of urban unfriendly skies, 
warfare to the PSone. thanks to a huge 
Pteranodon. 
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Originally slated as a spring or early 
summer release, Capcom has pushed 
it back to August or September. But 
Onimusha 2 will truly improve upon 
the first, both visually and in 

4 gameplay, so it’s worth the wait. 


Here’s a look at some of the hottest 
new gear that everyone’s talking about 


$19.99/Available Now 


Liebuster’s Liar Liar 


$19.99/Available Now Just finally being able to play a Final 


Fantasy title together with your 
friends is well worth the price of the 
PS2 harddrive. Just imagine the 
possibilities! Cross your fingers 

for late this year, and failing 

that, early 2003. 


* This is the year of fighting games, 
and judging by the latest gameplay 
movie, Soul Calibur 2 is not to be 

§ outdone. Namco didn’t rule out a 
year-end release, but they intend to 
' take their time. 


Do you suffer that special type of paranoia that your better half is 
running around trying to hamstring you? Do you think your friend 
might be holding out on the 20 bucks he borrowed? Are one of 
your co-worker’s weekend party stories just a little too good to be 
true? Now you can give yourself the upper hand in any interper- 
sonal relationship with a handy little gadget called “Liar Liar’ a 
handheld pocket-size lie detector. Its emotional meter gauges 
erratic voice changes which reflect nervousness and fear, while a 
scrolling screen provides an ongoing analysis of truth-telling. You 
can instruct the device to sound off with Gotcha! or Liar! automati- 
cally when it detects a lie, or you can toggle this function off when 
it’s plugged into the phone. A telephone cord and microphone are included. 
In fact, head over to LieBusters.com for a full array of lie detector products, ranging from hand-held 
gadgets on up to $5000 professional-level software programs. There are even some odds and ends like “See 
Through,’ a transparency spray that can enables you to inspect your (or someone else’s) mail without leaving 
a trace of tampering, and a charming little kit called the “5 Minute Infidelity Test,’ which scientifically tests 
for trace elements of bodily fluids in a significant other’s undergarments. Enjoy! 








While disappointed by the news that 
six RE games would be exclusive to 
GameCube, Capcom never said that 
an online game wouldn't be coming 

to PS2. That happy announcement 
came recently from Japan, but that’s 
all anyone knows. 





The MOH series has never disappoint- 
ed so we expect its PS2 debut to be 
a big one. Larger environments and 
improved enemy Al will make this 
sequel quite challenging. Look for it 
in the dog days of summer. 







| 05/28/02 
| This two-disc set contains unre- 


| = ‘i 
| leased footage, new interviews 
| and trailers. You can even learn 
| to play Quidditch and meet 

| Hogwarts’ ghosts. There is a 
360-degree self-guided tour of 
Hogwarts, and applications for 
mixing potions, and other 
movie-related experiences. 


} 05/03/02 
Peter Parker (Tobey McGuire) 


uses his alter-ego Spider-Man 
to foil the Green Goblin 
(Willem Dafoe) while hoping to 


woo classmate Mary Jane “ apes 
Watson (Kirsten Dunst), If Core can deliver on the things it’s 


been promising then this latest Lara 
Croft adventure could be her best 








2. Star Wars Episode Il: Attach of the Clones " 05/16/02 one yet. Let’s just hope there’s more 
Send in the Clones! It looks promising, but it would have to be near * * Py o 
2. Traffic 05/28/02" perfect to restore the faith of jaded fans ater Episode Baporation by lis relaeoaeaiedee 
3. The X-Files Complete Season 5 05/14/02 3. Ultimate X 05/10/02 epee he 
‘Ai Star Trek the Next Generation Season 2005/07/02 This IMAX film portrays the events of the Philadelphia's 2001 stopper at E3 2002. 
5. Behind Enemy Lines 05/07/02 Summer X Games Events include skateboarding, BMX, and Moto X. 
‘ . 4. The Sum of All Fears 05/31/02 
6. The Boondock Saints 05/21/02 Ben Affleck inherits the role of Jack Ryan in the latest Tom Clancy 
7. Legend Ultimate Edition 05/21/02 adaptation, which has terrorists trying to blow up the Super Bowl. After the disappointing Japanese 
8. Serpico 05/14/02 5. The New Guy < 05/10/02 side-game, we're glad that a full- 
siyul-Canin Wonefand ___050702_— Pusat es age nec fledged sequel hasbeen anounced 
10. Duel 05/21/02 8 ¥ y it You play Spike’s cousin, but you're 


_ Still after those dastardly monkeys. 
No word on the U.S. release date. 





The debate of which is better, VF4 or 
Tekken 4, will always continue, but 
that doesn’t mean that this Namco 

fighter isn’t impressive. It has some 
amazingly detailed fighting environ- 
ments and some new fighters that 
are bound to impress this summer. 





It’s an RPG developed by Namco and 
4 it has a huge budget. What more do 

| you need to know? We've only begun 
to play this AAA title and it already 
has us highly impressed. Namco is 
looking at a fall release. 





Disney meets Final Fantasy in this 
fall’s charming real-time action RPG. 
We were able to see it running, and 
the characters were beautifully © 

animated. The world of Nightmare | 
Before Christmas has been accurately 
recreated in the game. } 
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JUR SCORINE 


10 > CLASSIC 


A rare gem; Our highest recommendation 


9 OUTSTANDING 
One of the better games this year 


8 p> VERY GOOD 


You can't go wrong MUST-BUY 


7 +» coOoD 
A solid game 








> OKAY 
Kind of fun, but no big deal 
5 ps0-S0 
You've got to love the subject matter 
DP LACKING —_ WARNING 
Big flaws really hurt this game 


4q 
3 P> BAD 
2 





Not fun at all 
> AWFUL 
This game is an insult 


| > WHY? 
Why would anyone do this to us? 

























2 VE "0 @ 
5 SYSTEM 
We take our reviews very seriously. 
We spend hours upon hours play- 
testing each title to give you the 
best information to help you buy. 

Games that score an 8, 9 or 10 
earn a Bronze, Silver or Gold PSM 





Must-Buy award. We don’t hand - 


them out easily, so if you see one on 
a review, a game box or advertis- 
ing, be sure to check that game out. 

Finally, when looking up past 
scores, keep in mind that older 
games usually wouldn’t fare as well 
if they were reviewed today. 


<a 
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t’s pretty rare that there is a consensus 
_ on game of the year, but two years 

ago, PC gamers were certain about one 
thing: Deus Ex was the best game released in 2000. 
Now PS2 owners know why. There really is nothing 
like it on consoles up until now, and it’s nothing 
short of superb. 

So what’s so great about a two-year-old PC 
game? Deus Ex is a brilliant combination of first- 
person shooter with a great RPG system, all 
wrapped around a cool story full of conspiracy, 


HOW IT STACKS UP 


> Half-Life 3 out of I0 
g out of 10 : 
8 out of 10 
8 out of 10 
8 out of 10 


~ > No One Lives Forever 
> 007: Agent Under Fire 
> Red Faction 


DEVELOPER #OF PLAYERS LenS #OFDISCS = (©) 


(EL) 


ION STORM — | “| 


/ESRB RATING 


{ MATUR 


V Deus Ex: it’s like a great RPG cookie dipped in action 
chocolate and rolled in adventure flakes. Mmm! 


= Wer Tecrorize’ We way thaty dian 


A Will you be a stealthy sniper or a brutal ee cracker? Deus Ex lets you play the game exactly the way you wane to. 


disease, shadow governments, Hong Kong triads, 
and more. 

You get to slip on the stylish black shades of J.C. 
Denton, a cybernetic operative for a mysterious gov- 
ernment agency known as UNATCO. A few years 
into our future, a global plague has broken out, and 
only a few powerful organizations can control the 
release of the vital antidote. J.C. is ordered to take 
out the terrorists who attempt to hijack the distribu- 
tion of the vaccine, but he discovers layer after layer 
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of conspiracy and deceit. 

The story itself is really only half the fun. What is 
so great about Deus Ex is the ability to play the 
game however you want. Because J.C. has cybernet- 
ic enhancements, he has several different abilities 
that can be enhanced up to four levels of ability. So 
it’s possible, for example, to focus on speed and 
stealth, giving yourself the ability to see through 
walls and snipe with perfect accuracy. 

Or if you don’t care for the delicate touch, you 





An up-close look at 
the game inaction 


The HUD has a 
life meter and 
compass, but its 
most important 
feature is an energy 

" | meter that’s tied 
into the nano skills. 


A These icons - 
represent your | 
nano abilities — | 

| special skills that 
| you choose and | 
4 . P develop during the | 
can master strength and melee weapons and slice j . | ox ge | 
your way through the competition. | know one editor ' ( sth 
who mastered demolition and destroyed everything 
in his wake, while another editor succeeded in 


finishing the game without directly killing anyone. 





| 
| 
| 
J) 


Just about every problem in the game has multiple | Since this is an RPG at heart, 
2 ; you'll encounter lots of non- 
solutions. Having trouble getting through a locked player characters (NPCs) to 


door? You can try hacking the computer system, or interact with, not just shoot at. 

picking the lock, or blowing through it with a 

grenade. No other game has attempted, and 

achieved, the sort of gameplay flexibility that Deus 

Ex offers. | {<4 = : : Sie WEG. al ; nieveg. me si 
While Deus Ex is a great game, it’s also marred : 

by some technical glitches. It is based on the now 








MAR } A ancient Unreal engine, which simply doesn’t look an otherwise superb experience. From the terrorist 
ae : that hot any more. Some of the graphics are attack on the Statue of Liberty to the three different 
by S downright butt ugly in places. And the dodgy Al possible endings, Deus Ex is a fun and absorbing 
Scartie E Sey i ees h 5 Pe from the PC version is present here, too, withsome adventure the likes of which we definitely need to 
plosive barrels next to them ers guards acting a little dumber than bricks. see more of on the PS2. 


system and orde Nonetheless, these are the only weaknesses in > Jim Preston 


|=) Sfvi Although the graphics are outdated and 


the Al lish, Deus Ex i: 
FINAL SCORE ae 
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he beleaguered Army Men franchise redeems 

itself a bit with this real-time strategy title. 
PC RTS specialist Pandemic has crafted a solid, no frills, 
real-time strategy game that is easily one of the best 
Army Men games ever. 

The game's tongue-in-cheek storyline is legitimately 
humorous, and actually parodies Apocalypse Now. Sarge’s 
troops must take contro! of a tan-controlled house and 
bring down the enigmatic Colonel Blintz, a legendary 
green hero who went tan after a traumatic, disfiguring 
head injury. 

Most of the 30+ missions tend to follow the standard 
“build bases, collect resources (plastic and electricity), 
amass units, then blitz the other guy” RTS pattern, but 
there are some clever variations. For instance, in one 
mission, you must escort Lego villagers through enemy 
territory, and another finds you fighting for control of a 


massive electricity source — a PS2. 


blindly through enemy territory. 


A 
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The graphics in AMRTS are simple and clean, although 
the framerate occasionally dips when things get busy on- 
screen. There are a few more serious troubles, however. 
Path-finding logic is the biggest headache — especially 
with dump trucks, which insist upon taking the shortest 
route to the closest resources even if it means driving 


Finally, while the interface is adequate, selecting an 
individual unit is sometimes tough. Still, this is a surpris- 
ingly worthwhile entry in the PS2’s nonexistent RTS library. 

> Eric Bratcher 





This stripped-down real time strategy title doesn’t have a lot of flash and 
sizzle, but it does offer an amusing personality and a big, green chunk of 
solid gameplay. Stick it to the Tan! 
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(a ‘mua & ri 
onami’s ESPN NBA 2Night 2002 is a solidly 
playable, visually appealing, but ultimately 

uninspiring basketball game that suffers the misfortune of 

being on the same system with several other basketball 
games (most notably NBA 2K2) that are simply better. So 
unless you're just looking for an extra basketball game to 
have around, you needn't worry about this one. It may 
sound a little harsh, but life is rough in the sports world. 
We're not knocking NBA 2Night on the basics, 
because it’s got the fundamentals covered. Visually, the 
game is exactly what you'd expect from a PS2 sports 

game, with realistic player models, decent faces and a 

speedy frame rate. However, we noticed stuttering 

animation transitions (especially when going from the 
dribble to a dunk) and all the arenas pretty much look 
alike. The in-game sound effects are phenomenal, but all 


PSM 


TYR Yc) {9 7/10, 


we'll say about the commentary is that we've heard 
enough Stuart Scott catch phrases to last us five years. 

In terms of gameplay, 2Night once again gets the 
basics right, but misses out on the polish that makes great 
titles great. It plays fast and the control is tight, but 
passing doesn’t feel realistic, dunks are hit-or-miss and 
the defense slides around unrealistically to keep you away 
from the hoop. Hopefully, this franchise will find its niche, 
but it doesn’t offer anything that would make us 
recommend it over a better basketball game. 

> Eric Bratcher 





7 


This is a fundamentally solid, but only slightly above average, basketball 
game that doesn’t quite stack up to the competition that is already 
available on the PS2. 
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weil I | Jl a Seid A | vs. 
Wi ith the rapid growth of the sports genre over 

the past few years, more and more Japanese 
companies are starting to take chances by releasing their 
more obscure titles over here in the U.S. A perfect 
example of this is Namco and its arcade-based tennis 
game, Smash Court Tennis. Not only is this the first time 
that the series has appeared on western shores, it’s also 
the first tennis game released for the PS2. 

By far the game's best-selling point is that it 
showcases some of the most recognizable figures in the 
sport today. True greats, such as Andre Agassi and Anna 
Kournikova, are all selectable, which means that you 
tennis fans are going to eat this game up. Just be warned 
that there are a few inherent problems that you should be 
aware of. Mainly, the game seems a bit slow in the 
response department. Even with the faster characters, | 
found myself missing some fairly easy lobs. To be fair, you 


a Ce 


moh 
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can learn to compensate for this lag, after a bit of 
practice, but things never feel as tight as they should be. 
Also, aside from the multiplayer support and the fact 
that you can play as some of your favorite tennis 
champions, Smash Court doesn’t offer much over other 
games in the genre. In fact, Sega's Virtua Tennis surpasses 
Namco's effort in almost every way, including the training 
mini-games. It’s just too bad that particular game is 
currently only available on the Dreamcast. Namco may 
have the Grand Slam of PS2 tennis titles, but that’s only 
because there aren’t any others available on the system. 
> Stephen Frost 





7 


It may have some control issues, but Smash Court is still a decent tennis 
title. It just doesn’t provide anything new or innovative at all. But, right 
now, it’s the only game available. 
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LUCASARTS | 


ly when the 


A fun shooter, but with very little innovation 


’m beginning to care less and less 

about the various characters intro- 

duced in Lucas’s onslaught of Star Wars 
games. The bombardment of new allies and aliens, 
and trite situations has slightly diluted the Star Wars 
uniqueness. So Jedi Starfighter receives no kudos 
from me simply because it belongs to the franchise. 
Nevertheless, personal gripes aside, I’ll admit that 
Jedi packs plenty of action and more than enough 
challenge for experienced gamers. 

Essentially, SWJSF looks and plays almost exactly 
like the first game, but with a few minor gameplay 
additions: players can now employ a wingman for 
help, and a few Jedi powers. In general, the 
interface is seamless enough to prevent any distrac- 










nit 





3. > Thunderstrike joenix 8 of 10 
4 > Star Wars: Jedi Starfighter 7 ont of 10 


age d out of 10 





> Drago 


tion from the action. The Jedi powers, unfortunately, 
are pretty lame; they provide quite an under- 
whelming function, and do little to vary gameplay. 

Furthermore, Lucas enhanced its two-player 
feature by adding a co-op mode. Players can now 
team up in the story mode. Although it extends the 
regular game's life a bit, it doesn’t compensate for 
Jedi’s most serious fault: monotony. 

Mainly, Jedi’s level design looks and plays identi- 
cally to the first game, but with slightly less variety. 
In Starfighter, players at least had a few different 
types of objectives, such as flying and racing through 
canyons. Instead, every mission in Jedi consists of 
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attacking or defending against hordes of enemies. 
Plus, two of the stages contained unclear 
objectives, propelling Jedi’s challenge to the level 
of frustration. 

Still, any true gamer will play Jedi for its intense 
action; now a trademark of the series. | still get 
school-girl giddy when hordes of ships swamp the 
screen with laser fire — truly a spectacle! And | 
suppose for Star Wars fanatics, this fact, and the 
possibility of unlocking endless amounts of Star 
Wars crap, will make Jedi much more compelling. 

In the end, however, Jedi Starfighter is a solid 
shooter that gamers and fans alike can enjoy. Just 
keep in mind that this version offers very little inno- 
vation, and in terms of level design, a bit less. 

> Tokoya 
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Jedi packs plenty of intense action and challenge with a solid execution, 
but lacks significant gameplay additions and new types of levels, making it 
feel almost like an expansion pack. 
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ECCO THE DOLPHIN 


cco the Dolphin features a calm, relaxed 
a aesthetic design sense married to one of the 
most accursed control schemes of this generation. The 
effect is a curious one. It’s a peaceful, mystical eco- 
fantasy about saving the Earth for dolphin-kind, and it 
should inspire more venom and hate than a round with 
many more violent games. Political figures seeking to limit 
the social damage caused by videogames probably ought 
to pay more attention to titles like this, instead of a won- 
derfully cathartic experience, like GTA3. 

Defender of the Future is unchanged in structure as 
compared to the Dreamcast original. The camera control 
is just as persnickety, with four guidance schemes, but no 
manual controls, not even for snapping the view back 
behind Ecco. As a result, it’s easy to get stuck near walls, 
in corners, or even open water, if you toggle the wrong 
camera and turn to face the screen. In addition, slow 


acceleration hampers escape from those fixes. It’s a pity, 
because most other controls work well enough and the 
feeling of freely swimming about has a genuine appeal to 
it — but the camera problems and the loose puzzle 
structure add up to more frustration than fun. 

Certainly Ecco is still very pretty, and its recreation of a 
dolphin’s movements is a marvelous feat of animation, but 
you can’t hang a game on your wall. Appaloosa does 
deserve credit for an effective PlayStation 2 conversion of 
the game, at least. Nevertheless, it hasn't gotten any more 
fun in the intervening time. 
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> David Smith 


A This game looks beautiful. It sounds so peaceful. It still 
makes me want to burn things, though. 





This game looks great, just like on Dreamcast, but it plays just as 
questionably. Ecco’s 2D roots still seem to be where the concept’s 
quality was spent. 
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MISTER MOSQUITO 


still have to give props to Mister Mosquito for 
al offering a unique premise: as a mosquito, you 
have to feast upon the blood of the Yamada family. 
Although the whole idea sounds quite silly, | must admit 
that | enjoyed nearly every minute of my pesky abuse. 
Mister Mosquito’s gameplay basically requires you to 
suck enough blood to proceed to the next room and 
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become slightly repetitive towards the end, but only 
slightly because of the game's unbelievably short length; 
you'll satiate your mosquito in about four hours. While 
you'll unlock a few extra play modes and some secrets, 
they do little to extend the length significantly. 

Still if you're in the mood for one of those strange 
Japanese games with great — albeit cheesy — voice 
victim of the Yamada household. However, you can only acting, or have yet to experience a decent one, definitely 
suck from predetermined spots such as a lip, neck, or don't pass up Mister Mosquito’s blood-fest; just don’t 
breast, and often times, in order to expose or reach these —_ expect to play it for too long. 


spots, you must decipher a pattern of movement, or, for 


example, turn off lights to induce sleep. To intensify the 
FINAL SCORE 


A Mister Mosquito features solid graphics, interesting 
elevator music, and above average gameplay. 





> Tokoya 


challenge further, you'll encounter danger in each room, 

as the Yamadas will try to squash, poison, and trap you. 
Despite various challenging obstacles and some 

creative levels, the basic mechanic of blood sucking does 


Another unique concept game of the type that seems to appear mostly in 
Japan, Mister Mosquito promises some unusual gameplay and strategy. Just 
don’t count on too much replay value, though. 
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ost of the time, when games go wrong, they 

fade away gently, never to be seen again. 
That's what we thought happened to Ozzy’s Black Skies, 
the unlikely, but intriguing action game planned by iRock 
Interactive. In fact, it survived when BAM! Entertainment 
rescued the bankrupt iRock, but more than a little has 
been lost as a consequence. Ozzy, for example. Originally, 
we were supposed to command .a host of fantastic flying 
creatures in the persona of the Blizzard of Ozz, to the 
accompaniment of some of history's finest rock and roll. 
Ozzy seems to have taken the fun with him when BAM! 
wouldn't pony up the licensing bucks, though. 

Now, the game takes place in a generic fantasy world, 
with generic fantasy creatures doing generic aerial battle 
(think Dragon Rage) powered by a generic 3D engine. 
Admittedly, that might have been even with Ozzy on 
board, but at least his tunes would have spruced things 


up a bit. As it is, the generic rock on the soundtrack can’t 
save the mediocre graphics. The dogfighting mechanics 
require modification on a very basic level. With certain 
enemies, it’s possible to get stuck in a turning fight that 
you literally cannot win, as they perpetually stay just a bit 
ahead or the perfect distance behind. 

Savage Skies obviously had potential at some point. 
What there isn’t, though, is a good-looking world, a well- 
designed game engine, or a bat-eating rock star to hold 
all those features together. 

> David Smith 


Psi 


FINAL SCORE 


A No, we regret to inform you that Ozzy Osbourne is not 
riding that dragon... or biting its head off... 





Was there a good game here once? It’s very possible, but we'll never get 
to see it. And it’s a shame about Ozzy. Damn shame, indeed. It’s enough to 
make one bite the head off a dove... 
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here’s an old saying that goes: “You can throw 

anything you want into a pot, but if you don’t 
cook it properly, you won't get soup (except maybe 
borscht)’ Okay, we made that up, but someone should 
have mentioned it to Yuke’s just the same. There are 
some good ideas in this third person combat adventure, 
but their implementation is so sloppy, the game struggles 
just to be average. 

EOE’s main character, Josh, is both lucky and very 
unlucky. On one hand, he possesses the EOE, a talking, 
lightsaber-like weapon that can morph into nine other 
forms, from a giant axe to a crossbow, and do awesome 
tricks, like calling down lightning and pausing time. On the 
other hand, his girlfriend's soul is actually part of the EOE, 
and Josh now has to spend the entire game pounding on 
the cybernetic minions of the evil corporation that made 
it/her, in search of a way to change her back. 


Gameplay itself feels like a blander, uglier Dynasty 
Warriors 3 or Soul Reaver 2, but with two major flaws. 
First, the camera system is just junk, honestly one of the 
worst we've seen, and makes fighting extra work and 
jumping puzzles a nightmare. This weakness is amplified 
by twitchy controls and a free-look mode that won’t work 
if you're too near a wall or other obstacle. Secondly, if 
your target isn’t directly in front of you, the game's lock-on 
feature will grab onto empty air, or even onto enemies 
behind you (locking you with your back to the bad guy). 
EOE is still decent, but it should have been incredible. 

> Eric Bratcher 


| = Sfvi It’s no Devil May Cry, but once you get over the boring graphics and level 


FI N AL SCORE pie i lg camera, and finicky lock-on, there’s a salvageable beat- 
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ublished by Sony in Japan as Shake it Bravoes, 

this rhythm action title is exactly why we’re 
glad that Eidos’ new Fresh Games label exists — so that 
interesting niche titles can make it to the US. 

Mad Maestro puts the player in the role of Takt, a 
young conductor who must use the power of classical 
music to recruit new musicians and perform a concert to 
prevent the demolition of your concert hall. For example, 
in one scene, aliens have landed. If you conduct your 
orchestra well, you'll make new friends and gain three 
xylophone players. But if you play badly, the ray-guns 
come out, and things start looking like Mars Attacks!. 

The gameplay interface is both clever and slightly 
flawed. The beats in a measure are marked by white 
circles on screen, and a ball bounces between them, like 
a baseball player running the bases. At each base, you 


either tap, press, or pound a single controller button, 
depending upon how loud the note is meant to be. This 
system is actually quite intuitive after the first five minutes, 
even when the odd directional arrow must be added. 
While we like that the analog button feature, we'd rather 
use three different buttons for loud, regular, and soft. 

There are multiple modes & skill levels, mini-games, 
and over 30 songs to play. However, the gameplay isn’t as 
gripping and the characters aren't quite as interesting as 
other rhythm action games. 





> Eric Bratcher 


f mee S Vi: : This rhythm action title’s focus on classical music sets it apart, but it 


FINAL SCORE al eer Tee 
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ased on sheer visual impact, there’s never 

been a game like State of Emergency. Seeing 
hundreds of characters rioting on-screen is an experience 
that any gamer would marvel at. But when you strip away 
the high-tech hijinx, what's left will leave most players 
saying “That's it?” all too quickly. 

SOE delivers a solid feel for a 3D beat-’em-up (which 
is what it essentially boils down to) and there's a certain 
amount of the instant gratification found in other (albeit 
better) mindless-violence-rooted games, like Smash TV 
Firebombing buildings, smashing cars, and mowing down 
hordes of corporate goons is a blast for the first couple of 
hours, but after the first day of playing, the fireworks (and 
the fun) will have faded. 

That’s because once you get past the first stage of the 
mission-based Revolution mode, you start to realize that 
the goals aren't all that varied; you’re doing the same sort 

















of “busy work” again in a new setting. The environments 
themselves look great, but there aren't that many and 
they're all very similar. The latter also applies to the player 
characters. Chaos Mode, with high score challenges and 
more arcade-style presentation ends up being the most 
fun the game has to offer, but even it feels stunted. 

The wow factor definitely makes SOE worth a try, but 
i's not a game you'll be coming back to for weeks — or 
even days. It’s not a seriously flawed game... it just doesn’t 
offer a whole lot. Give it a rent first, especially if you're a 
devout beat-'em-up fan, but don’t start a riot for a copy. | 

> Randy Nelson [hs 





wwe 
It’s a riot at first, but gets repetitive much too quickly to provide any 


serious staying power. The over-the-top premise certainly must be 
experienced, but only as a rental for most gamers. 
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rystal Dynamics deserves credit for 
qq successfully creating a world full of 

compelling characters, bad-ass 
protagonists, and interesting storylines. 
Unfortunately, although Blood Omen 2’s story in the 
Nosgoth universe is a fine one, its gameplay hinders 
the overall enjoyability. 

Monotony is the main culprit: the whole game 
consists of flipping switches and slapping around 
lame enemies. Some of the switch puzzles do 
combine various elements, requiring a bit of 
thinking, but most of them control locked doors that 
simply disperse confrontations and needlessly 
extend the game's length. 

This reliance on switches may have caused less 








5 out of 10 


Flipping out on flipping switches 


a 


frustration if the combat wasn’t less than mediocre. 
The weapons do little, as they basically only affect 
cosmetics; also, the special Dark Powers, while 
initially cool-looking, enhance combat only slightly. 
Predictable enemy Al further compounds this 
problem. No matter who you encounter, every 
enemy fights almost identically: block a combo, 
dodge an unblockable attack, mash your punch 
button... ZZZZZ! Even in situations with multiple 
enemies, you'll still manage the battle as if it were 
only with one, since only the enemy you lock on to 
attacks. However, due to stiff, sluggish controls, it 
would be unfair to deal with multiple attacks simul- 


50-S0 





taneously. In addition, with some of the most boring 
boss fights I’ve ever experienced, finishing BO2 
would’ve been unbearable without the story. 

Believe it or not, things get slightly worse, 
thanks to an inconsistent framerate. Some areas are 
worse than others, but in some places and battles, 
the game slows severely. As a result, | occasionally 
suffered cheap deaths. 

There are a variety of decent elements present 
which suggest that Crystal D was on the right track. 
Unfortunately, somewhere during this obviously 
rushed production, things stopped coming together. 
If it just could’ve put a little more thought into the 
gameplay, and fixed those technical problems, BO2 
may have fulfilled its promise. 

> Tokoya 


The story, characters, and voice acting are all done well. However, boring 


FINAL SCORE 





gameplay and technical problems hurt BO2. Even if you love the Nosgoth 
universe, rent it first. 
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A Preventive the seminal rally driver’ s skill: driving sideways at high speeds. With its wide array fe cars, WRC afes many different ways to look straight ahead out the side nian: 


OS Ww 8 


02 33 00 





Prepare to drift with the best of ‘em 





ts drivers aren’t the rock stars of PS2 a rally simulation, but Evolution Studios’ WRC 

Formula 1, but the World Rally proves the worth of its developer. 

Championship is still the most exciting WRC's big asset is full FIA sanctioning, meaning 
motorsport going. The WRC’s Speedvision shows every real rally, car, and driving team (except Colin 


feature bad craziness of the first order, including McRae). The presentation makes the most of the 


plenty of sideways steering and the occasional triple _ license, using modern and vintage rallying footage 
lutz into a tree trunk. It’s taken two years to get the —_to doll up the interface, but how does it feel? Very trade. If it feels too easy, swap views to adjust the 


fine indeed. The drift-on-demand behavior of the skill and excitement levels. The specter of G73 
HOW IT STACKS UP WRC’s finest is faithfully replicated, and controls naturally looms over WRC’s exterior models. 
: combine ease of use with a decent learning curve Evolution can boast of excellent interior design, 
> ll Turismo 3 ld BB of be — skill and tuning smarts are required on rough, though, including accurate driver faces. Chassis 
> WRC MST) Ue) twisty stages. Managing car damage is also modeling and suspension animation are strong, and 


> Burnout 8 out of 10 
> Star Wars: Racer Revenge 7 out of 10 
> Moto GP 2 7 out of 10 


important, since one bad stage blows an entire rally. the terrain engine kills draw-in dead. From the base 
Steering is looser than G73’s granite-solid feel, but of Monte Carlo hillclimbs, the course is visible all the 
players should appreciate the freedom received in way up the mountainside. Replay direction rivals 
MotoGP, especially from the helicopter viewpoint. 
Laid-back music accompanies replays, blending 


“IPs faken two years to get the PS2 a rally simulation, trance and light rock, although you only hear 
but WRC proves the worth of its developer” engines dur gieamen lay 


To warn the punters, this is a pure rally sim. 
Stages are run solo, without direct competition 
(except in two-player split-screen, which feels rather 
like an afterthought). Load times are brutal, too, 
running almost a minute before some stages. True 
rally fans won’t care, though, and they need look no 
further for a good rally game. 


















i, 02: 18.00 


> David Smith 


A This is the new Subaru Impreza — quick, everyone make 
a headlight joke! 


VERY GOOD 


our This is a fan’s game first, but it’s also a great 
A The graphics are pretty outstanding. On a clear day, introduction to rallying. Pick it up and learn 
you can see forever... or at least a good long way. FINAL SCORE / 10 what the fuss is about. 
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Press ® batton to skip. 


ou know, Herdy Gerdy is one of those 
ad rare games that is almost more fun to 

watch than it is to actually play. Core 
Design (the blokes behind Tomb Raider) has done a 
superb job of creating an animated world that is 


lush, colorful and teeming with life. While cel 
shading has been around for a few years now, Herdy 





Qnu ) | 
8 out of 10 
8 out of 10 


volurion 











Charming and challenging? You herd right 


Gerdy has a subtler, hand-drawn look that is 
different from the garish colors and thick lines often 
found in other cel shaded games. It is, in short, a 
delight to look at. 

Happily, the game is almost as much fun to play. 
What makes Herdy Gerdy so refreshing beyond its 
graphics is that it’s a familiar 3D platformer, without 
many of the familiar conventions. There aren’t 
hundred of rings to collect, rare gems hidden behind 
waterfalls or spunky, wise-cracking sidekicks. 
Instead, it challenges you to herd several different 
types of animals into their pens, all the while 
avoiding the carnivorous pink “Gromps” and their 
bottomless appetites. 

Fortunately, you will there are plenty of tools to 










PSs 
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help you in your quest, such as horns, gloves, bells 
and flutes. The game uses a hub design, allowing 
you to move easily between the many levels, as 
some levels can only be completed after you earn 
certain equipment in later stages. 

Unfortunately, the game is a victim of its own 
ambition. The huge cartoonish worlds take forever 
to load on the PS2, and the framerate is inconsis- 
tent, with occasional stuttering on some levels. The 
camera can also be a problem; getting caught on 
corners, trees, or arches. Beyond that, the controls 
are smooth and responsive. 

The only small design flaws in the game are the 
lack of information on how to unlock some areas 
and the uneven tone: Herdy Gerdy looks like it is for 
younger gamers, but the later challenges will tax 
even the most veteran player. Yet we can forgive 
these technical glitches for the riches that lie 
beyond them. Herdy Gerdy is fun and beautiful, with 
gameplay every bit as fresh as its graphics. 

> Jim Preston 


The gameplay is challenging, but the long 
load times and inconsistent framerate mar 
an otherwise brilliant effort. 
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| Ubi Soft 


Tecmo | Fatal Frame offers a few unique elements, but still feels quite derivative of a lot of 
| other horror games. Unless you're a serious fan of the genre, there's little reason 
| to make a purchase here. 


Agetec The first-person, dungeon-hacking action is unique, but the action is so slow 
and the world so depressingly medieval that there’s not a whole lot to latch 
on to here. 

Midway It’s mostly the old Blitz with a new paint job and a running game — but that’s all 


we need in this case. Don’t expect the deepest gridiron experience on PS2, but 
for fun, it’s near the top of the pack. 


EA Big This really is a mixed bag of a racer — it has good course design and 
fundamentally solid control, but a number of rough edges and imbalances really 
suck a lot of the potential fun out of it. 


EA Sports Arcade baseball fans will love this game, even though the graphics could be 
better. Simulation fans will be left wanting more attention to realism across 
the board. 


EES RO PGT RSA RS AES | 
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AirBlade 

ESPN Winter Sports 2002 
High Heat Baseball 2003 
March Madness 2002 
MotoGP 2 

No One Lives Forever 
Pac-Man World 2 

Tiger Woods' PGA 2002 
World Tour Soccer 2002 
Dragon Rage 

Drakan: The Ancients’ Gate 
Gitaroo Man 

Grandia || 

Jade Cocoon 2 

Legends Of Wrestling 

Maximo: Ghosts To Glory 

Max Payne 

NBA 2K2 

NFL GameDay 2002 

Parappa The Rapper 2 

Rez 

Wave Rally 

X Games Snowboarding 2002 
Wizardy: Forsaken Land 

007: Agent Under Fire 

Arc The Lad Collection 
Burnout 

Final Fantasy X 

Forever Kingdom 

Frequency 

Hoshigami 

Jak And Daxter 

Sega Sports NFL 2K2 

Shadow Hearts 

Tsugunai: Atonement 

Baldur's Gate: Dark Alliance 
Dragon Warrior VII 

Dynasty Warriors 3 

Giants: Citizen Kabuto 

Grand Theft Auto 3 

NASCAR Live 2002 

NBA Live 2002 

NHL Hitz 20-02 

Project Eden 

Shaun Palmer's Pro Snowboarder 
Smuggler’s Run 2 

Soul Reaver 2 

Splashdown 

SSX Tricky 

Thunderstrike: Operation Phoenix 
Vampire Night 

WWF Smackdown! 3 

Ace Combat 4: Shattered Skies 
Batman: Vengeance 

Capcom Vs. SNK 2 

Crash Bandicoot Wrath Of Cortex 
Guilty Gear X 

Half-Life 

Harvest Moon: Save The Homeland 
Metal Gear Solid 2: Sons Of Liberty 
NHL 2002 

Okage: The Shadow King 
Supercar Street Challenge 
Tony Hawk’S Pro Skater 3 (PS) 
Tony Hawk's Pro Skater 3 (PS2) 
Devil May Cry 

Extreme-G 3 

Ico 

Kessen 2 

Kinetica 

Monster Rancher 3 

Portal Runner 

Silent Hill 2 

Syphon Filter 3 

Spider-Man 2: Enter Electro 
Syphon Filter 3 
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Platform 
Sports 
Sports 
Action 
Adventure 
Music 
RPG 

RPG 
Wrestling 
Platform 
Action 
Sports 
Sports 
Music 
Shooter 
Racing 
Sports 
RPG 
Action 
RPG 
Racing 
RPG 
Actior/RPG 
Action 
RPG 
Adventure 
Sports 
Sports 
RPG 
Action/RPG 
RPG 
Action 
Action 
Action 
Racing 
Sports 
Sports 
Action 
Sports 
Action 
Adventure 
Racing 
Racing 
sim 
Shooter 
Wrestling 
Air Combat 
Action 
Fighting 
Platform 
Fighting 
FPS 
RPG/Sim 
Action 
Sports 
RPG 
Racing 
Sports 
Sports 
Action 
Racing 
Adventure 
Strategy 
Racing 
Simulation 
Platform 
Horror 
Action 
Action 
Action 





EA Sports 
989 Sports 
3D0 
Sony CEA 
Koei 

Ubi Soft 
Ubi Soft 
Acclaim 
Capcom 
Rockstar 
Sega 
989 Sports 
Sony CEA 
Sega 
Eidos 
Konami 
Atlus 

EA 
Working Des. 
Acclaim 
Square 
Agetec 
Sony 
Atlus 
Sony CEA 
Sega Sports 
RPG 

Atlus 
Interplay 
Enix 

Koei 
Interplay 
Rockstar 
EA Sports 
EA sports 
Midway 
Eidos 
Activision 
Rockstar 
Eidos 
Infogrames 
EA Sports 
Eidos 
Namco 
THQ 
Namco 
Ubi Soft 
Capcom 
Universal 
Sammy 
Sierra 
Victor 
Konami 
EA Sports 
Sony CEA 
Activision 
Activision 
Activision 
Capcom 
Acclaim 
Sony CEA 
Koei 

Sony CEA 
Tecmo 
3D0 
Konami 
Sony 
Activision 
Sony 











Month |Game name 


Nov-01 
Nov-01 
Oct-01 
Oct-01 
Oct-01 
Oct-01 
Oct-01 
Oct-01 
Oct-01 
Oct-01 
Oct-01 
Oct-01 
Sep-01 
Sep-01 
Sep-01 
Sep-01 
Sep-01 
Sep-01 
Sep-01 
Sep-01 
Sep-01 
Sep-01 
Sep-01 
Sep-01 
Sep-01 
Aug-01 
Aug-01 
Aug-01 
Aug-01 
Aug-01 
Aug-01 
Aug-01 
Aug-O1 
Aug-01 
Aug-01 
Aug-01 
July 01 
July 01 
July 01 
July 01 
July 01 
July 01 
July 01 
July 01 
July 01 
July 01 
July 01 
July 01 
July 01 
June-01 
June-01 
June-01 
June-01 
June-01 
June-01 
June-01 
June-01 
June-01 
June-01 
June-01 
June-01 
June-01 
June-01 
June-01 
May-01 
May-01 
May-01 
May-01 
May-01 
May-01 
May-01 
May-01 
May-01 
May-01 
May-01 
May-01 


Spy Hunter 

X-Men: Mutant Academy 2 
Castlevania Chronicles 
Extermination 

Madden NFL 2002 (PS2) 
Madden NFL 2002 

NFL GameDay 2002 

One Piece Mansion 

Rune: Viking Warlord 

Silent Scope 2 

Tales Of Destiny 2 

Time Crisis II 

Armored Core 2: Another Age 
City Crisis 

EA Sports Rugby 

Gallop Racer 

Gundam: Journey To Jaburo 

Le Mans 24 Hours 

Nascar Heat 2002 

NBA Street 

NCAA Football 2002 

Resident Evil Code: Veronica X 
Saiyuki: Journey West 

Stretch Panic 

Test Drive Off-Road — Wide Open 
Alone In the Dark 

Bloody Roar 3 

CART Fury 

Dave Mirra: Maximum Remix 
Escape From Monkey Island 
Final Fantasy Chronicles 

Fur Fighters 

Motor Maynem 

MX 2002 

Scariest Police Chases 

Twisted Metal Black 

Cool Boarders 

Crazy Taxi 

Dark Cloud 

Gauntlet. Dark Legacy 

Gran Turismo 3 

Heroes Of Might And Magic 
Klonoa 2: Lunatea’s Veil 

MLB 2002 

MTV Music Generator 2 

Red Faction 

Star Wars: Bombad Racing 

The Simpsons Wrestling 

Tokyo Xtreme Racer O 

Aladdin In Nasira’s Revenge (PS) 
All Star Baseball 2002 (PS2) 
Army Men: Green Rogue (PS2) 
Army Men: Sarge’s Heroes 2 (PS2) 
Army Men 2: Air Attack (PS2) 
ESPN MLS Extratime (PS2) 
ESPN National Hockey Night (PS2) 
ESPN NBA 2night (PS2) 

High Heat Baseball 2002 (PS2) 
Mat Hoffman's Pro BMX (PS) 
Quake III Revolution (PS2) 
Rainbow Six: Rogue Spear (PS) 
Rumble Racing (PS2) 

Time Crisis: Project Titan (PS) 
Triple Play Baseball (PS2) 

4X4 Evolution (PS2) 

Army Men: Final Front (PS) 
Dance Dance Revolution (PS) 
F 1 Racing Championship (PS2) 
High Heat MLB 2002 (PS) 
Metal Slug X (PS) 

NBA Hoopz (PS2) 

NBA Shootout 2001 (PS2) 
Point Blank 3 (PS) 

Strikers 194 5 (PS) 

Tiger Woods PGA Tour 2001 (PS2) 
Triple Play Baseball (PS) 








Adventure 
Car Combat 
Racing 
Action 

Car Combat 
Snowboard 
Driving 
Action/RPG 
Action 
Racing 
Strategy 
Platform 
Baseball 
Music 

FPS 

Kart Racing 


Action 
Soccer 
Hockey 
Basketball 
Baseball 
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Midway 
Activision 
Konami 
Sony CEA 
EA Sports 
EA Sports 
989 Sports 
Capcom 
Rockstar 
Konami 
Namco 
Namco 
Agetec 
Take 2 

EA Sports 
Tecmo 
Bandai 
Infogrames 
Infogrames 
EA 

EA Sports 
Capcom 
Koei. 
Conspiracy 
Infogrames 
Infogrames 
Activision 
Midway 
Acclaim 
Lucas Arts 
Square EA 
Acclaim 
Infogrames 
THQ 
Activision 
Sony 

Sony CEA 
Acclaim 
Sony CEA 
Midway 
Sony CEA 
3D0 
Namco 
989 Studios 
Codemasters 
THQ 
Lucas Lrng. 
Activision 
Crave 
Sony CEA 
Acclaim 
3D0 
3D0 
3D0 
Konami 
Konami 
Konami 
3D0 
Activision 
EA 

Red Storm 
EA Games 
Namco 
EA Sports 
GOD. 
3D0 
Konami 
Ubi Soft 
3D0 
Agetec 
Midway 
Sony CEA 
Namco 
Agetec 

EA 

EA Sports 
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IT’S ALWAYS DARKEST BEFORE THE DAWN. 


WWW.TERMINATORGAME.COM 


RATING PENDING 
1® 





Visit www.esrb.org or THE 
geome |\ TERMINATOR. 
eene ATARI lin eee cca DAWN OF FATE. 


The Terminator: Dawn Of Fate, © 2002 Infogrames, Inc., a subsidiary of Infogrames Entertainment, S.A. All rights reserved. Developed by Paradigm Entertainment. Manufactured and marketed by Infogrames, 
Inc., New York, NY. The Terminator TM & © 1984 StudioCanal Image S.A., f/k/a Canal+ D.A. All rights reserved. Terminator is a trademark of StudioCanal Image S.A., f/k/a Canal+ D.A. “PlayStation” and the 
“PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or 
other countries and are used under license from Microsoft. The ratings icon is a trademark of the Interactive Digital Software Association. All other trademarks are the property of their respective owners. 
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airplane on your left; just after it, from the ground and, most impor- immediately press down to level off. 

turn left and you will find the Dodo. | tantly, be level. You must continu- | This is great when you want to — 

The third is on the road that is ously press the X to maintain avoid a building or tower. Be 

parallel to the runway. Follow it altitude. If you lose altitude, don’t warned: if you try holding up for 

until you see two hangars on the worry too much as you will most too long, you will stall and lose 

left. The second hangar will contain | likely catch a draft, causing you to quite a bit of altitude. A safer way 

a Dodo. verter Frise again. Also, if your Dodo of gaining altitude is to fly around 
<—P2e) shimmers, it is because of the | the coast of the islands. As you do 

wind; tap left and right to so, you will constantly get higher: 

regain stability. When you Just press down to level off. 

wish to turn the Dodo, there 

First of all, you must find a Dodo. MeSaCdaWn eS are a few things to keep in 

Go to the airport in Shoreside Vale. | up and upis mind. First, you must know > Landing can be 

There are three locations that you down. that it can’t be turned quickly, | ‘ough, too. 

can find the Dodo here. The first is These directions are for use with holding left or right in one direction | First, let go of the 







> Controls are 


opposite on the 
analog, which 





just past the toll booth at the the D-pad. First, get on the will cause you to spin out. Rather, gas and stabilize | 

entrance. Continue your path on runway, start moving, and then hold | you need to give yourself a lot of your craft, so that 

the road and take your first right. down. When you see sparks time to turn slowly; this is done by it’s not shaking. 

Enter the third hangar on the right. | emerge from the bottom, let go of tapping a lot in one direction. If you | Hold up, so the nose is about 45 

It is in the middle of the hangar. the D-pad and don’t press up. Now, | tap too much, simply tap in the degrees to the ground; tap to 

The second one is on the same hold R2 for a side view and keep Opposite direction to regain stability. | maintain this angle. The Dodo’s rear 
path as the first, past the hangar. taping down to keep the Dodo When you wish to gain altitude, wheels will eventually touch 
Continue on until you see an level. This should cause you to rise hold up for two seconds, and then ground; hold R1 and square to stop. 




















Store More Cars 
In Gatage 


This trick is possible on Staunton Island and 
Shoreside Vale. First, use one car to prevent 
the door from shutting, which means it must 
be sticking out of the garage. Now pack as 
many cars in as you can; try stacking them to 
optimize space. this will require some patience 
and tricky maneuvering on your part. If you're 
diligent, though, this trick will be well worth 
the headache! 


Secreh Garage Of Cars: 


There is a garage with a list of cars on its side. 
Enter the garage with a listed car, and it will be 
crossed off. You will be able to return to this 
garage and grab any car. To get here from 
Wichita Gardens, head straight out to the 
street. Grab a car and go to the right. Go 
through the parking lot over the ramp. Go up 
the winding hill. At the stop light, go right. 
When you hit the tunnel, go left. At the next 
stop light, go right up the hill and then left 
over the dam. Once you get to the street, turn 
left. At the first corner, you'll find the entrance 
to the garage area on the right. 
































Just approach it 
and the door wil 
open, reavealing a : = : 

whole wonderful as A This will require some patience and tricky maneu- 
bunch of cars. [ vering. It will be worth the effort. 





Working Girl 


There actually is a point to doing this, other than just having a good time: spending a little time with 
_ a hooker will revive and refresh you. So whenever, you're low on health, find a car and stop near a 

| hooker (they’re dressed in pink and brown outfits). She will approach, speak, and then jump in. Now 

) drive to a dark alley, or go in between some trees; actually, the best spot is your hideout. They will 
have a good time and your health will be replenished. However, you will lose a little money for every 
second you spend with her, although you won't lose that much. Still, if you would rather not waste 
the bones, simply beat her up and steal back your earnings. Also note that you should use a decent- 
looking car to pick one up; they tend to ignore vans, cops cars, taxis, etc. Finally, if you pick a hooker 
up in a convertible and drive to a secluded area, you will immediately 
obtain 125 health points and save dinero! 






> Pick ‘em up, have some fun, 
and steal back your money! 
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You will find this at Portland in the Turismo 
mission. First, get yourself two tanks with the tank 
cheat. Park them on the road just outside of your 
hideout on the far side of the entrance from the 
intersection just down the street. Start the mission; 
head to the starting line and just tap a Cheetah 
with your vehicle, which starts the race immedi- 
ately. Rush back to your hideout and wait. After a 
little time passes, the cheetahs will come roaring 
down the street. They will smash into your tanks, 
and one will likely fall into your hideout. Once all 
three have hit your tanks, drive into the hideout, 
make the Cheetah explode. Use your tank to push 
the destroyed Cheetah into your garage. Once you 
have any large part of the Cheetah inside your 
garage, do not get out of the tank (pull away), or 
let it out of your sights. If you do, the Cheetah will 
disappear. You will now get a message indicating 


There is a separate garage beside the 
import/export building in Portland. When you 
enter the docks, there will be three cars, 

_ including a Kuruma. Directly in the rear of the 

_ Kuruma, there will be some blue garages that 

~ are numbered. The second one, however, isn’t 

_ numbered. Drive a Securicar into this garage to 

~ get 50K. Unfortunately, for each delivery you — 
‘make thereafter, you will receive $5,000 less. 5) 








that you cannot fit more than one car in the 
garage. Now, get out of your car and check the 
garage; you'll have a brand new Cheetah! 


SECURICAR _ 





You get this in Portland during the Van Heist 
mission. Ram the car until the driver exits, and 
take it back to the garage in Staunton. Use the 
flying car trick and hop the gap over the bridge. 
Park it in the garage and make it explode so that 
you fail the mission. Make sure that when you do 
cause it to explode, you don’t inadvertently knock 


it out of the garage. Leave the garage after you fail 
and return. 


BOBCAT 





You obtain the Bobcat on Staunton Island during 
the Evidence Dash mission. First, find yourself a 
very large truck (a Tank or Barracks OL will work). 
Find the Bobcat and ram it until it flips on to its 
top. Now push it all the way back to the garage 
and use the same method as the previous cars. Be 
careful, though; if it goes off screen for too long, 
the Bobcat disappears. 








AMBULANCE MISSIONS ; 

Just pick up passengers and drop them off at the 

hospital. Be careful when driving, though. After 

you save 50 patients, you will find an Adrenaline pill at your hideout. 
Note that the injured can only enter your ambulance from the right 
side. If you complete Level 12, you can obtain Infinite Run! 


FIRE TRUCK MISSIONS 

Get a fire truck and begin the mission. You simply 
need to find fires and extinguish them in a certain 
amount of time. Press circle to spray water on to 
the various cars. However, be careful not to exit 
the truck, as this will end the mission. If you manage to put out all 60 
fires in all three areas, you can obtain the flamethrower from your 
hideout. There are three fire truck locations; one for each section of 
the city. 

Portland: take your first left coming south from the porter tunnel; 

Staunton Island: you'll find it on the east highway opposite the shoreline of Shoreside Vale. 
\| Shoreside Vale: take the street that goes towards the airport. You will see the truck on the 
'_ left, opposite the airport’s parking lot. 









y VEHICLE CRANE MISSIONS = 
This mission will be tedious, but 
well worth the effort for the 
rewards. Eventually, the game 
\ tells you that you can use the crane to grab 
emergency vehicles for cash. Each time you get a 
vehicle, take it to the Portland docks and park it 
under the magnet. You will receive $1,500 for 
each vehicle you take there; if you get all seven, you will get $200,000, plus 
pick-ups for each. Also, you can return to the crane anytime and get any of 
_ these vehicles for use. The seven necessary vehicles are as follows: Police Car, 
Enforcer, Fire Truck, Ambulance, Rhino, FBI Car, and Barracks OL. 
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11. 


12. 


13. 


14, 


15. 


2s 
23. 


24. 


25. 


26. 


PORTLAND 








Head north, and go on to Harwood to the 
end of the path. 

Jump off of the tracks to get on to the roof 
of Head Radio Station. 

Go to St. Mark’s and get on top of the Amco 
Gas Station via the street walls. 

Go inside the Easy Credit Autos of St. Marks. 
In Salvatore’s Mansion. 

Go to Portland beach just under Salvatore’s 
Mansion Balcony. 

Behind the building in Hepburn Heights 
Towers. 

Near the phone in the El Burro parking lot. 
In between two trees in Hepburn Heights. 


. One block south of the Amco, there's a 


small parking lot. Use the driveway to reach 
the area. 

There is rubble and potholes by some 
buildings in St. Mark's. Climb it. 

Head to the Park in St. Marks’ It is near the 
back wall. 

Go to Luigi's Sex Club 7, and head to the 
roof. Go one roof west. 

In same area as number 13. 

Go up some stairs in an alley opposite of 
Joey’s Sex Club. 


. In the middle level of the Chinatown subway, 


there are some bathrooms. 


Inside the Rush construction in the red 


light district. 


. Head to the alley in St. Mark’s. 
. It is in the Tramp tunnel in St. Mark’s, near 


8-ball's. 


. Jump from the train tracks to reach the roof 


of the Supa Save in Portland. 


. Go to the back alley of Hong Hung in 


Chinatown. 

Use the stairs to get to the roof of Chinatown. 
Head to the back alley of the Roast Peking 
Duck. 

Enter the gates of Bitch ‘N’ Dog Food factory 
in Trenton. 

Reach the roof of the Liberty Pharmaceutical 
company in Trenton. 

Head to those Portland docks. Get to the 
roof by using the stairs of the Colombian 





27. 
28. 


29. 


30. 


31. 


32. 


33. 


ship. Jump to the awning on the next 
building. Get on the roof. 

In a yard in Trenton. Use the ramp to here. 
Go behind the fence in the front of 

Joey’s Garage. 

Go behind the cement fence facing the mill 
in Callahan Point. 

Head to the roof of the Sawmill in Trenton. 
Get up to it by the dirt ramp. 

Go behind the Turtle Head Fish Company. 
You must have the Fish Van or Garbage 
Truck to enter. 

Go to the end of the paved pier in 

Atlantic Quays. 

To the south of Portland, there is an Island 
you need to reach. You must have the boat 
to get here. 


STAUNTON ISLAND 


34. 


35. 


36. 
37. 


38. 


39. 


40. 


62. 


63. 
64. 


65. 


66. 


. Go to the basketball court. 
. Go to the center of the median on the 


. Go beneath the bridge of the park. 
. Head to the alley next to Callahan bridge 


. Go to the top of the stairs at the museum. 
. Jump from the pier that is south of 


. Go behind the Police Station to the back 


. Go to the street leading up to the police 


Go to the Army Surplus Store. It is between 
the garage and the sea wall. 

Head to the Coliseum. It is behind the rock 
sign. 

This one is one the top of the hospital. 

Go to the entrance of the Stadium. 

Go to the east side of the University. 

Go to the construction site and go to the 
second level room inside the building. 

Use the steel beams to get to the top of the 
small Bridge. 

Enter the Colombian garage. 


. Enter the construction site. 
. GO 8-Ball’s area. There is a garage next to a 


carpark containing a package. 


. Head to the second floor of the carpark. 
. Go to the alley by BJ’s Deli & Grocery. 
. Jump off of the winding bridge to the 


rooftop. 

Under the road tunnel near a ramp. 
draw bridge. 

Go to the end of the south dock. 


in Newport. 


Callahan bridge. 
parking lot. 


Geltea 
Simply go behind the church. 


fe pleco) er-laie-)|(c\yaitar-leicae liccielelel\Vaeciarel occa 
. Head to the underground parking lot of 


Amco. 


. Head back to the Amco rooftop. 


Go up the stairs of the glass building in 
Bedford Point. 

There is a doorway facing an intersection, to 
the west of number 61. 

Go to the rooftop in the projects. 

Look behind the rocks on the pavement near 
the pier. 

Go to the projects and behind a building to 
the south of number 62. 

Head to the underground car park. 
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67. 


68. 
69. 





Go to the top of the walkway, which is to the 
south of number 65. 

Behind the Star Statue. 

Head to the rooftop of the Casino 


SHORESIDE VALE 


70. 
71. 
72. 
73. 
7A. 


75. 
76. 


77. 


Head to the west part of the dam. 

Go to the east part of the dam. 

Go to Tower 1 of the dam. 

Go to the helipad in the lower dam. 

Go to the corner of the dam behind 

the boulder. 

Behind the house furthest west. 

Go to the porch of the house that is the third 
most west. 

Go to the porch that is east of the house in 
number 76. 


. Go to the swimming pool in the columbian 


mansion. 


. Go to the picnic tables to find this one. 
. Fall to the roof of the Fudge Factory from 


the cement walls. 
Look inside the overpass of Cedar Grove. 


. Go to the rooftop of the police station. 
. Go to Pike Creek behind the building with 


oil drums. : 


. Look behind the billboard near the hideout. 
. Go to the entrance of the Apartments. 

. Look in between these apartments. 

Look on top of the blue container that lies 


east of the hospital. 


. Now go and look behind the hospital. 
. Go to the roof of the large building with 


a strange awning. Jump to its roof from 
the opposite building. 


¥ The time it takes to 
complete this objective is 
almost a game in itself, but 
it’s go for the rewards and 
understanding of the city. 





. Go to Pike Creek and look between garage 


and wall in Turtle Head Storage. 
Look under the wooden bridge at the 
Gardens 


. Go to the area across the airport parking lot. 
. Under the wing of the plane in a hangar. 


Look on the ground near the dome at 
the airport. 


. Look under a plane at the airport. 
Rex Clop (on inieMine)aimo) mtg (-er-liuele) aar-|a(eH (ele) 4 


between it and the billboards. 


. Go to the bottom level of the subway. 
. Go to the helipad of the airport. 


Head to the airport runway near the water. 
Finally, head to the end of the runway. 
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Breathtaking. 


That’s generally the first word that comes to 
mind when one sees the mouth-watering visual 
feast that is Onimusha 2. Motion-captured char- 
acters, beautifully crafted environments and 
Hollywood-quality cinemas make this one of the 
most impressive looking titles available anywhere. 


Fortunately, the beautiful graphics are but one of many ele- 
ments that make this game so great. From the improved 
combat system to the newly added “trading” feature, this 
successor to PlayStation 2’s first million-selling title will cer- 
tainly keep you riveted. It certainly did us. So, over the next 
four pages, we'll be (pardon the pun) slicing through the sur- 
face of Onimusha 2 in order to provide you readers with the 
ultimate look at what is potentially one of the biggest games 
of the year. Ready to take a ride? > 









AMUKAUS 




















“It has, by far, the most impressive-looking 
environments of ANY GaMe we've ever seen.” 


ALITTLE HISTORY 


While released only shortly after 
the U.S. launch of the PlayStation 
2, the original Onimusha set stan- 
dards for its graphics, cinematic 
sequences and well-orchestrated 
musical score. Overall, the title was 
well-received by gamers, but was 
often panned for its simplistic com- 
bat system and short game length. 
For the sequel, Capcom took these 
complaints to heart and has 
attempted to improve the overall 
depth and length of this sequel 
while keeping the core elements 
that made the first game so enjoy- 
able. And for the most part, it 
seems they succeeded admirably, 
but more on that later. 

Onimusha 2 takes place in the 
summer of 1573, a scant decade or 
so after the events in the first 
game. Samanosuke Akechi has 
seemingly disappeared without a 


trace, so the role of hero has reluc- 
tantly fallen into the lap of one 
Yagyu Jubei. Modeled after the late 
Japanese actor Yusaku Matsuda 
(who played Kogi Sato in Black 
Rain), Jubei has returned from a trip 
only to find his village in ruins. The 
warlord, Nobunaga Oda, has 
reappeared and has ordered his 
demon troops to attack the vil- 
lagers and burn their houses down. 
Unafraid, Jubei retaliates with his 
sword and that, as they say, is 
where our story begins. 


LOOKING GOOP | 


As with its predecessor, Onimusha 2 
relies heavily on 2D backgrounds 
that are pre-rendered. This is in 
stark contrast to games like Devil 
May Cry, which use polygonal 3D 
backgrounds created on the fly. The 
negative aspect of using pre-ren- 


TRAPS 'R’ US _ 


You never know what to 
expect when you go 
through that next door, so 
always be prepared. Traps 
like these could be there 
to greet you. However, 
with a little smarts and a 
bit of patience, you can 
survive anything. 


A Traps come in all shapes and sizes, so you always need to keep an eye open for 
them. Otherwise, you better be sure that you're saving as often as you can. 


dered backgrounds is that you can’t 
really easily move the camera 
around or have it directly follow the 
player. It generally has to remain 
stationary. However, what you're 
forced to give up in dramatic cam- 
era pans, you're given back ten-fold 
in the sheer amount of detail you 
can put into the backgrounds. And 
that is one area that Onimusha 2 
really shines in. It has, by far, the 
most impressive-looking environ- 
ments of any game we've seen. Not 
only that, but these environments 
are quite interactive and feel very 
much alive. Trees can by cut down, 
crates can be smashed and every 
character you see can be talked to. 
Birds even fly by overhead, while 
the wind blows realistically through 
the swaying grass. Oh, and we can’t 
forget to mention the water, the 
beautiful water. It often looks so 
real you'd swear you can touch it. 


Basically, if you think the original 
Onimusha looked good, then this 
game is going to blow you away. 


| POW'T STRAY TOO FAK. | 


While the developers at Capcom 
have added a few new gameplay 
elements and features to Onimusha 
2, they definitely didn’t wander too 
far away from the original formula. 
That’s certainly good because the 
first game, for most intents and 
purposes, was well designed and 
only suffered from a few minor 
problems. Those problems, mainly, 
came in the form of a limited fight- 
ing system and a rather weak story- 
line. The game was also considered, 
by many, to be a bit too short. 
Fortunately, Onimusha 2 
addresses all of these problems, at 
least to a limited degree. The story- 
line for this game is more carefully 































A In order to make the town seem 
alive, it’s heavily populated and 

| everyone seems to have a purpose. 
You can also talk with everyone. 


crafted with a larger cast of believ- 
able characters and a stronger 
emphasis on cliffhanger moments. 


It drives the action segments, rather 


than the other way around. And, 
partially due to this more com- 
pelling piece of story telling, the 
game itself is several hours longer 
than its predecessor. Most people 
should be able to finish it in about 
ten hours or so, which is plenty of 
length for an action game. 

Now, as far as the standard 
gameplay goes, players won't be 
able to find too much of a drastic 
change, unfortunately. There are 
still plenty of puzzles (mostly 
number-based) to figure out, item 
boxes to unlock and over-the-top 
bosses to fight. But, on occasion, 
you'll come across a bit of innova- 
tion, such as the item trading, that 
helps to keep the game feeling 
somewhat original. 

As for our complaints with the 
limited fighting system in the first 
game, they're not completely gone 
here, but certainly not as harsh. 
Onimusha 2 is still definitely not a 
Street Fighter title, but it’s certainly 
taken a few steps forward. 


A RIGHTING CHANCE | 


While still not as deep as | was 
hoping | it to be, the combat system 


in Onimusha 2 Is certainly improved 


over the one in the previous game. 
till, | just alee understand why a 
company that pretty much created 


up ‘with a more innovative fighting 
"system for this series, especially 
~ when you consider how many bat- 
tles you do end up getting into. Stil 

_ there seems to be enough variety 
and upgradability here to keep 
things from getting too repetitious. 

At the start, our hero is able to 

perform around five different 
attacks, ranging from a simple kick 
to a downward stab. As you 
progress though the game, though, 
you'll come across various scrolls 
which “unlock” other, more com- 
plex, moves. In most cases, these 
new moves allow Jubei to perform 













ing. game genre can’t come 
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This type of monster 
stores a lot of spirit ener- 
gy inside of its chest- 
plate. Once Jubei has 
cracked him open with 
his spear, he can do some 
serious powering up. 





BACK TO THE CASTLE 


Remember the castle that you went through in the first Onimusha? We'll, you get to revisit it again in 
Onimusha 2. Only now, it's all aged and partially destroyed. You won't be able to access all the rooms, 
like you did in the past, but it's still pretty cool to see it again. Seeing familiar objects like this really helps 
to tie the two games together. There’s a real sense of continuation. 


~* _— 


a et 








wr You'll still be able to recognize all the areas you traveled to, in the first game, but it’s definitely changed by quite F) 
| bit over the last decade. Doors have been blocked, floors have caved in and the monsters dwelling within are stronger. 


A “Unlike Sateceke! Ju ei absorbs spirit energy through the mystical symbol | 
on his hand, not the orb on his gauntlet. He’s just cooler that way. 
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| A It’s amazing how good this game 
| looks. From the smoke coming out of 
the houses to the rippling water, 


there’s so much detail to discover. 
1 


combination attacks that hit multi- 
ple times, rather quickly. 

Along with these discoverable 
moves, players can also upgrade 
their weapons and equipment by 
allocating a specific type of spiri- 
tual energy, which can be 
absorbed from fallen foes. This is 
very similar to the process from 
the first game. Only this time, you 
can also upgrade various parts of 
your armor, such as your chest- 
plate or arm padding. In order to 
make things a bit more challeng- 
ing, though, it now takes much 
longer to fully upgrade items. 
That means you'll be doing a heck 
of a lot of fighting. Be prepared. 

Another new addition to our 
hero’s arsenal is the “charge” 
attack. By holding down the R1 
button, you can build up energy in 
your weapon which, in turn, 
increases the damage it can 
cause. However, a charged 
weapon will fully deplete itself of 
the energy after a few strikes. 
Basically, the higher the level of 
your weapon, the more strikes 
you can perform while charged 
up. 

Speaking of weapons... As with 
the first game, players will have 
access to several different types. 
Onimusha featured three main 
bladed weapons that Samanosuke 
could use and each was imbued 
with a specific type of elemental 
spirit energy. For this sequel, the 
three weapons return along with 
the introduction of two new ones: 
a big battle hammer and Jubei, 
himself. 

After absorbing six pink soul 
energy balls, Jubei automatically 
transforms into a more powerful 
demon form. Similar to what hap- 
pens to Dante in Devil May Cry, 
Jubei temporarily becomes invin- 
cible and can fire homing energy 
bolts. His weapon-based attacks 
are also more damaging. This 
demon form only lasts for a few 
seconds, though, so you really 
have to be careful of when you 
use it. Saving it for boss fights is, 
obviously, the ideal situation. 







— 
' After you kill an 
enemy, they will 
release different 
types of spirit 
energy. There are 
i four different types 
in the game: yellow, 
purple, red and pink. 


LET’S TRADE FOR IT 


One of the principle ways you obtain items and equipment is through trading. After buying 
objects at a store or discovering them in various locations, you can give them to other char- 
acters in exchange for things that are hopefully better. Often, it takes several exchanges, 
between different characters, in order to get something that you can really use. 





A After purchasing or finding an item, you can go up to one of the main characters and initiate a trade. Then, you'll get 
something else in return. If you're really smart with your trades, then you get get some very cool and useful things. 









| A The demo 


| before you even see them. 


rn The level of your weapon corre- 


if 
because they can attack you long 


TE 
za 


ss 


sponds to the number of levels you 


| can charge it up. This is what a level 
| three sword looks like. 


TRADING FOK ITEMS 


Somewhat like an RPG, Onimusha 2 
includes a little store where you can 
purchase different items. However, 
these items can’t really be used by 
you, so you'll need to trade them 
with the various other main charac- 
ters for things you can use. When 
you have an item you'd like to trade, 
simply walk up to a character and 
hit START. A trading menu screen 
will pop up and you can choose 
what item you want to give up. 
Depending on how much the par- 


_ ticular character likes that item, 


they'll give you back something of 
what they consider equal value. You 
just need to learn what they like. 


_ For example, Magoichi is a bit of a 


scientist, so he likes books that deal 
with history or other topics. Kotaro 








ae le 
A “Strike me down and I will become 





more powerful than you can possibly 


imagine.” Jubei taunts his opponent before slicing him in two. 


is a youngster, so he likes expensive 
things. As a general rule, though, if 
you give a character weapons or 
armor, then they'll definitely give 
you back something good, like a 
special item to increase your health 
bar. And you'll definitely need these 
special items to finish the game, so 
don’t be afraid to barter. 


| BOWUS GAMES ANP | 
UNLOCKABLE ITEMS 


When you complete Onimusha 2 
and accomplish certain tasks, you'll 
be able to unlock various mini- 
games and bonus items, which can 
be accessed from the main menu 
screen. Some of these bonus items 
include a trailer of Onimusha 3, the 
ability to change the game's difficul- 


ty setting and various videos on the 
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making of the game. It’s quite chal- 
lenging to unlock all the items, so 
you'll probably find yourself playing 
through the game several times just 
to see what else the it has to offer. | 
guess that’s something else this 
sequel has over the original — a 
high replay value. 


A BIGGER, | 
BETTER Game 


After completing the Japanese ver- 
sion of the game, we've come to 
the conclusion that Onimusha 2 is 
definitely better than the original in 
every conceivable way. The visuals 
have been beautifully enhanced, 
the combat system has been 
slightly improved and the storyline 
is a bit more intricate and involved. 


Fans of the original are bound 
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A You'll be able to play as several of 
| the main characters, including the 
female fighter, Oyu. She’s cute. 












 / 
Wao say that the bosses in this game 


| are quite disturbing would only be 
an understatement. Take a look.. 


to enjoy the adventures of Jubei as 
much as they did Samanosuke. 
And with confirmation that 
Onimusha 3 is in the works, it 
looks like Capcom is determined 
to make this a major flagship 
series. This is especially good 
news considering the recent 
defection of the Resident Evil 
series over to Nintendo's 
GameCube. I'm as big a RE fan as 
the next guy, but with this game 
and Devil May Cry 2 hitting U.S. 
shores this year, that loss won't 
seem all that major: Now, if 
Capcom can only keep up the 

_ quality, in future titles, that 
Onimusha 2 showcases then PS2 
owners definitely will always have 
Exoyna(eiaaliarsy luetey4ltes ce) (6)8),¢1f0) 
ward to. And that Is definitely 
something to cheer about. — 
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UPON THE GREAT CRUSADE” 


Genetal Dwight D, Eisenhower, D-Day. 


PARACHUTE INTO THE WAR > 
as Lt. Jimmy. Patterson of the’ Air. 
Transport Corps in Medal Of Honor: 
Frontline for the: PlayStation»2 
Computer Entertainment System. a 
After taking part in the largest aerial 
troop drop in history, you'll fight the . i 
Axis Powers as an agent of the OSS. 
Battle on the front lines or go it alone 
behind enemy lines using over 20 
authentic WWII weapons to bring — 
down the Third Reich. rarkcs the 
first deadly mission and you're only : 
17 more away: from YIStOry: 


You don’ t play. You cad aie 


www, mony ea.com 
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. STEP INTO THE BOOTS of 

: Lt. Wiig Powell. of the First Ranger 

Battalion i in Medal Of Honor: Allied 

f “Assault for your. PC. Join the ‘special 

: infantry’ as an elite soldier trained to 

execute covert missions in advance 

) of major. Allied offensives. Fight with 
ae ‘crack unit ¢ or go it alone using over — 

bs 20 authentic WWII weapons to defeat 

= a. vicious, motivated enemy. But 

er , We remember with six harrowing | cam- 
| a i) LA Oy paigns, the only reward for wey is 


ost Samana ei: fe. another deadly mission. 
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a »] ALLIED ASSAULT 
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ff You don’ t play. You volunteer. 
-) www.moh.ea.com 
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Screenshots taken from PC gameplay. 





Fight through stunning movie scenes Battle the world’s toughest villains, including Master web-slinging as you bank around 


and unique new locations, with all-new aerial Shocker, Vulture and the Green Goblin. corners, cut web-lines for sudden drops, 
combat and in-air features. and zip-line to adjacent buildings. 


= ee ae ee — 2 on — 2 ae 


ACTIVISION. 


activision.com 


GAME BOY ADVANCE 
























Spider-Man, the character, TM & © 2002 Marvel Characters, Inc. Spider-Man, the movie, © 2002 Columbia Pictures 
Industries, Inc. All Rights Reserved. Game Code © 2002 Activision, Inc. and its affiliates. Published and distributed by 
Activision Publishing, Inc. Activision is a registered trademark of Activision, Inc. and its affiliates. All Rights Reserved, 
licensed for play on the PlayStation’2 computer entertainment systems with the NTSC U/C designation only. 
“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, 
and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other 
countries and are used under license from Microsoft. TM, ®, Game Boy Advance and the Nintendo GameCube logo are 
trademarks of Nintendo. All Rights Reserved. The ratings icon is a registered trademark of the Interactive Digital 
Software Association. All other trademarks and trade names are the properties of their respective owners. 
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4 Sora’s not only a 
snazzy dresser, but 
he’s got the key to the 
Magic Kingdom! 


4 Like any action RPG, you'll be able 
pick up objects to use in battle. 


hen Square initially 

announced that it would 

be developing an RPG 
based on the Disney world, we had no 
idea what to expect. The idea of 
merging Final Fantasy’s rich, often 
sophisticated gameplay with Disney's 
character-driven cartoon franchises 


j 


seemed an odd match. And after 
seeing earlier snippets of the game in 
action, along with hints at its storyline 
and new characters — we were still 
quite puzzled. Trying to conceptualize 
Disney characters, such as Goofy or 
Donald Duck, playing parts in a 
trademark Square RPG melodrama 
was something that was partly 
marvelous, partly mind-boggling. But 
recently seeing the game in action has 
wiped away any doubts we may have 
had about the two worlds meeting. 

Players take on the role of the 
young boy, Sora, who lives a happy, if 
curious, life on a small island along 
with two of his other childhood 
friends, Riku and Kairi. But a mysteri- 
ous storm abruptly destroys his 


3 
rN 


4 It’s one thing to see Square and Disney characters together, but scenes like this one that 
depict Goofy plopped into the world of Alice in Wonderland are especially jarring. 


KINGDOM HEARTS 


A Squaresoft adventure of Disney proportions 


homeland and he, suddenly, finds 
himself alone. This is where your 
journey begins. Along the way, Sora 
finds himself in an unknown world 
where he meets up with none other 
than Court Wizard Donald Duck and 
Captain Goofy, the appointed protec- 
tors of Disney Castle. From this point 


22 


_— fs 


A Players will need to 


q rs Ria t J 


| Mss 


on, Sora’s world collides with the 
Disney universe and the two must 
work together to fight against an 
encroaching enemy responsible for 
the storm that destroyed Sora’s island 
and for King Mickey's disappearance. 
That enemy is The Heartless, a 
face of creatures seeking to coax 


ig 


2s), a 


employ totally different combat strategies against airborne 


enemies versus their ground-based counterparts. Thankfully the lock-on helps. 


[= EY") 100% INDEPENDENT PLAYSTATION 2 MAGAZINE > #58 MAY 2002 > WWW.PSMONLINE.COM 


@Disney, Developed by SQUARESOFT 








Disney villains to help them claim the 
hearts and souls of others. And now, 
Sora and his newfound friends are 
responsible for trekking through a 
multitude of Disney-themed stages to 
collect information, while battling the 


Heartless at every twist and turn. : 
ry : i = rey \ea {4 ta 
The game plays in a manner much ; pen © YS )-4 This giant 
more akin to Square’s past action-RPG to lems eS, * ase + |chameleon is one of 
; , 3 2 : : -___ {the bosses, and just 
efforts (Brave Fencer Musashi, Dew » 3 wee j happens to be ridden 


Prism), rather than its traditional RPG ; : , — a by Tarzan’s nemesis. 
titles (FF series). While there are ; : 
plenty of elements carried over from 
the FF series, combat is strictly free- 
moving 3D, lock-on action. You're able 


to control Sora as he jumps, swipes oy ; ee Prin 
and smacks around the enemy with pee ‘ three characters in 
3 F ’ your party is 

his weapon: a gold key. There are also = ae actually controlled 
numerous magic spells and sum! ; ‘e ; by the player; the 

te x BIC Sp pt mens > Sora’s keyblade i is Fs ‘ x . <ijenen others are entirely 
at your disposal. Defeating enemies | upgradeable, as are 1 ‘ ae , i 

fi } the weapons/used by 

eats the player Munny (gold, but in this Dishoypcreated 
Winnie the Pooh speak like “hunny”) companions: 


and experience points. a Km 7‘ ; 
The game looks incredibly E EAKD OWN An up-close look at 

promising, and above all, fun. Aiming | PSM =S/vi BR soled pune in action 

to appeal, both in gameplay and ree 

graphics, to a wider audience than the _it’s Square's trademark attention to 








general Square fanbase, the Disney detail in gameplay promises to deliver BJ 4 ‘cS PeINC the game i 
and Final Fantasy subtle, and not so in the long run. i a rare cera 
subtle touches (game worlds run the > Francesca Reyes ll wwbdwbee—! pete 


gamut from Winnie the Pooh to Jack E E jout the fwo worics meertinc ee 
Skellington’s Nightmare Before : . 
Christmas) are simply wonderful. But Two of pop culture’s most profitable — eae es 


brands in one package? What's not buzz- ~y 
ma [GUESS WHO’S BACK? | 























= | One of the biggest draws in Kingdom S ; *- 
alow mel \ | @ On Sora’s ‘island, | | Hearts is the inclusion of characters & | 
there areallsorts of | | from Squaresoft’s games. The real se! a] 
things to do. It gives | | kicker for Square fans will be the appear- eq 
pw the player a good | | ance of several fan favorites. It’s always a Y 4 
cance to ean all the ways to get around. | treat to see the kid-versions of FF stalwarts 


| such as Yuffi ie, ai: and =aitllb 
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| Square’s artists have brought 
nearly all of Disney’s characters 
to life in glorious 3D, and the 

| effect is nothing short of mes- 
merizing. What you can see 
here is the animation, which is 
very faithful to the movies. 

» Square’s original characters for the 
game (like Ruki, left) mesh nicely with 


the design of its past creations, such 
as Yuffie from Final Fantasy VII (right). 
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SUPERMAN 


Can Infogrames save Superman? 





is silver-screen comeback 

may be kaput, but 

Superman’s WB-animated 
TV outing was as good as any movie. 
Fans should stay tuned for the 
videogame adaptation, Superman: 
Shadow Of Apokolips, coming from 
Infogrames’ Sheffield studios. It’s not 
near completion, but it could be the 
best Superman yet. 

Darkseid headlines the rogues’ 
gallery, but the action is confined to 
Metropolis. Parasite, Metallo, and Lex 
Luthor are the immediate threats — 
easily enough for one game. To 
combat them, the Man of Steel has 
his entire arsenal, from super breath 


The cartoon is perfect inspiration for a 
game, and early versions spotted at 
Sheffield show real promise. 





to X-ray vision, and unfettered flight. 
Dual analog control makes exploring 
huge environments a treat, and smart 
level design presents challenges 
beyond just busting heads. 

If you're sick of cel-shading, 
remember that the look is faithful to 
the TV series (like the original 
dialogue, recorded by the original 
cast). Why complain? Just wait for 
Superman to save us this fall. 

> David Smith 


A Super speed creates this tornado attack, 
not to mention a cool motion blur effect. 









A This looks to be the best-playing and 
best-looking surfing game yet. 


gathering speed for big air. 































- TRANSWORLD SURF way up” 








ideogame surfing has 
seen a huge resurgence 
in the past year, no small 
thanks to Angel Studios’ TransWorld 
Surf. Practically recoded from the 





ground up on PlayStation 2 (it 
launched with the Xbox last year), 
TransWorld features the same smooth 
style of wave carving experienced in 
the first version, but it’s now a more 
playable, frustration-free version, 
being tuned and tempered with for a 
better overall experience. 

Key areas of improvement feature 
higher air (you WILL get huge air 
here), smooth landing transitions, less 
ridiculous mission objectives, and a 
better relationship between the surfer 
and the wave. The PlayStation 2 


version also boasts extras not available 
in the Xbox version. Players can surf in 
splendid Todos Santos, Mexico, and 
they’re also given extra two-player 
modes, such as Shark Attack, in which 
you chase surfers as a shark. It’s 
awesome! Grab your boards because 
the wave hits late this Spring. 

> Douglass Perry 


the BUZZ 


This isn’t quite at the level of Tony Hawk, 


but this version should improve catching 
bigger air and pulling off bigger combos. 





A What's great about TransWorld on PS2 is that players can get higher for bigger combos, 
even at closer proximities to the wave’s hook. 
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Ferraris, Lamborghinis, 
Porsches... they’re all here, and 
| looking hot, too. Unless you 
| crash, that is, at which point 
| they’ll show real damage. 





One of PSone’s best racers returns — with cops hot on its tail 








PERCENT COMPLETE | 





lectronic Arts is definitely 

making progress with its 

sequel to one of our all- 
time favorite racers. Need for Speed: 
Hot Pursuit 2 is building on the basics 
that made the first game so good — 
cool control, hot sports cars, even 
hotter police chases — and is 
pumping itself up for PS2 with 
features such as improved 
cop/opponent Al and an interesting 
new challenge system. 

That first bit is crucial, since the 
police chase aspect is being signifi- 
cantly expanded this time around. The 
fuzz will pursue you more relentlessly, 
setting up roadblocks, laying tack 
strips, and mobilizing helicopters. 
You'll even be able to listen in on 
police band radio and hear what 
they're planning to do and plot you 
own strategy accordingly. Traffic will 
come into play as well, enabling you 
to cut off opponents and pursuing 
cops or force them head-on into 
oncoming motorists. 


you've done in the rest of the game. 
>Randy Nelson 


the same ones over and over to 
unlock everything. 

You'll also be able to control the 
police in the multiplayer mode and 
attempt to stop friends in their tracks 
— and maybe relieve some of the 
guilt caused by all the law-breaking 


The new challenge/rewards system 
works by showing you unlockable cars 
on a branching tree-like diagram and 
then letting you choose which races 
you want to compete in order to get 
the car you want. Some races only 
lead to certain cars, so you won't race 


The original game was simply awesome, 
and while it looks a little plain right now, 
this sequel definitely has potential. 
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Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 









G-force around treacherous, shifting 


dirt tr ks at over 170 miles per 
hour inside one of the most danger- 






: ous machines on the planet. This is 
one game that looks, feels and 
almost smells like the real thing. 


PlayStation. 






é Aes bs 
3GetYour DirtGaTe ; 
eb | all semen A | 


a 


mms RATBAG: IFOCRAMES, 








| DEVELOPER [RELEASE DATE | TYPE | ¢ OF PLAYERS | ESRB RATING 
| Lack ops | | sports [ia | Teen 








| if 
(Ps?) PERCENT COMPLETE 














PAL .,, (Are, & 


ie alll 





IT’S ALL ABOUT 
|THE CLOTHES 


Unlike in the NBA, where 
players wear their team’s 
uniforms, Street Hoops lets you 
choose your own clothes, 
sneakers and jewelry. 


STREET HOOPS 


Activision takes to the streets for some serious b-ball 
























oming off the heels of EA’s _ boasts real U.S. street players, none of Visually, the game sports surprising __ times, full-court passes, and some 
aq own street ball game, NBA _— whom you probably know. With animation, especially in the dribbling seriously hardcore dunks. 

Street, Activision is lacing names such as Hot Sauce, Booger, and _ and special moves department. Black The game boasts a handful of play 
up its sneakers and readying a hoops 1/2 Man-1/2 Amazing, players will get Ops has been working hard on modes, adding to its long-term 
game of its very own. Starring the an entirely different hoops experience. smoothing out the fine details required playability. World Tour enables players 
kind of basketball players who live Here, the emphasis is on tricks and in transitioning motion-capture to fluid __ to travel to exotic locations across the 
and dream street ball, Street Hoops showing off for of the other ballers. animations, resulting in quick response _ globe, earning money, sponsors, and 

s ———————E Netting to build up their styles, reputa- 



















tions and wealth, while King of the 
Court enables players to pick and then 
defend a home court through a 
complete “season?” 

We would have to say that Street 
Hoops greatest feature is its support 
for the Multitap, which allows for 
some wicked 4-on-4 action. That was 
something that NBA Street was sorely 
lacking. So put on those Jordans and 
get to the courts. Street Hoops 
dribbles into town later this summer. 

> Douglass Perry 


the BUZZ 


Activision heats up the street-style hoops 
game that EA leads with NBA Street. Can 
this compete? 
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> While 
sporting the 
obvious 
polygonal and - 
texture improve- — 
ments, Lara hasn’t 
really changed 
that much. 


( j 
& gl t’s been well over a year 
ai since we last talked about 
the next generation Tomb 
Raider title. The game disappeared off 
the radar but has now resurfaced in a 
big way. The developers at Core have 
been hard at work trying to make 
this Lara Croft adventure her 
biggest and most ambitious one 
yet. And they're finally ready 
to start revealing it to the 
gaming world. We 
managed to get our 
hands on some fresh new 
screenshots, along with 
some general background infor- 
— mation. Next month, however, 
\ you can expect the full scoop 
~ on what could potentially be 
PSM’s Game of the Year. 
" The story unfolds with 
= Lara framed for a crime 













(P52) percent COMPLETE | 


ER: Meet the new Lara Croft 


NEXT GENERATION 





that she apparently didn’t commit. 
She finds herself in Paris, weaponless 
and with the police and an unknown 
adversary on her tail. Struggling not to 
be found, she will have to find clues 
and people willing to help her if she 
hopes to discover the truth and clear 
her name. 

Fortunately, Lara doesn’t have to 
take on this challenge alone. She's got 
anew companion by the name of 
Curtis Trent. Suave and sophisticated, 
Curtis will be the other playable 
character in the game and utilizes a 
specially-designed throwing blade. 

Similar to the X-Files television 
series, the whole story behind the 
new Tomb Raider won't be told in one 
or even two episodes. It will span 
several games and showcase 
numerous characters and plot twists. 
But when it’s all over, players will fully 





understand the big picture and 
hopefully gain a major insight into 
who Lara Croft really is and why she 
does the things she does. 
It certainly all sounds promising. 
We're hoping that Core can deliver. 
> Stephen Frost 


the BUZZ 


If Core can deliver on even half of what 
it’s promising, then this will easily be the 
best Tomb Raider title yet. Let’s just hope. 


A Lara will have to to interact with a lot 
more people in this “sequel”. She'll also 
have to purchase gear along the way. 


A The new game engine really ue a 
good job of handling lighting effects, so 
the designers are using them a lot. 


A Sporting three main episodes, the new Tomb Raider will feature a larger variety of 
gameplay. There are stealth segments along with action and classic puzzle elements. 
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One of the Aggressive Inline’s 
greatest features is the sheer 
size and variety of its environ- 


ments. Check out these screens 


just to see a sampling of them. 


4 You can skate pretty much anywhere that you can see and a few places that you can’t. 


nits latest attempt to 
al cash-in on the whole 
extreme sports craze 


that’s currently sweeping the nation, 
Acclaim is readying a new title that 
focuses on a rather unique sport — 
aggressive inline skating. Starring the 
so-called “Godfather of Aggressive 
Inline Skating”, Chris Edwards, and a 
host of other champions, this Z-Axis 
title is looking to surpass Tony Hawk 3 
in more ways than one. Just from 
looking at it, we can already say that 
this game seems to have the edge in 
the graphics and sound departments. 
It's developed by the same people 
who brought you the Dave Mirra 
series, so you can fully expect 
Aggressive Inline to be both easy to 


pick up, yet have plenty of depth. This 


title takes things to an even further 
degree by having only one dedicated 
action button. But, with just that one 


Y With only one main action button, the 
game's controls should be easy to learn. 


button, you can still pull off a huge 
number of tricks and even modify 
them in different ways. This should 
allow both beginners and advanced 


gamers to learn the controls quickly. 


It’s always hard to predict which 
extreme sports will take off. Who 
would have thought that a skate- 


# OF PLAYERS ESRB RATING 


PERCENT COMPLETE Bee 


4 Ever wanted to skate right through an Disney-type amusement park? Well, now you can. 


AGGRESSIVE INLINE 


Can Acclaim create the Tony Hawk of inline skating? 


boarding game would have become so 
popular? Fortunately, Acclaim is 
loading this game up with every con- 
ceivable feature and mode. The park 
editor will challenge you to create 
terrains in order to fulfill mission 
objectives, while the numerous multi- 
player games (10 in all) should provide 


plenty of replay value. Future previews 
will reveal more. Stay tuned! 
> Stephen Frost 


If the gameplay can match the graphics 
and creative level layouts, then Acclaim 
may have another hit. 


¥ Can Acclaim achieve the same success as Activision in the extreme sports genre? With 
iS this game, it just might. We'll just have to see how the mainstream gamers react to it. 
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A The level of character customization 
is on par with that of Xenogears. 





¥ There’s actually some stealth 
involved in the basic gameplay, since 
you can see (and alert) enemies 
roaming around before combat. 

ne Lees 






A Once enough action points are built up, the characters can perform powerful super 
attacks. These really show off the game's cinematic touches well — they look awesome! 


ow that we’ve had a 
NI chance to get our hands on 

the Japanese version of 
Xenosaga, we can honestly say that 


Namco has an epic saga on its hands. 
Like Xenogears before it, the four S J, b Ne J, 
button battle system that prompts the qu are S recen t past ecomes amco S presen t 
player to choose between the triangle, 
square, X, or circle button to choose system. When a character enters The battle system is set on a turn- 
different attacks or string them battle, each party member is allotted based grid that is displayed in a turn SPACE THE FINAL 
together, returns. In addition, the six action points which can be used to —_— meter on the side of the screen (a la RPG by Bal, 
inclusion of action points (AP) is alsoa _ perform certain attacks for varying FFX), so that you'll always know which Forget trolls, orcs, or nasally 
nod to Xenogears’ turn-based combat — amounts, while building up points. character or enemy will attack next little elves — Xenosaga is hard- 
and in what sequence. This is core sci-fi stuff, complete with 
extremely helpful, as the game has stunning space settings. 
also added on a new meter that ri 
dictates the attacking character’s 
chances for specific attacks, such as 
criticals or hi-criticals. The same goes 
for the enemy, which means that if an 
enemy’s turn comes up and the side 
meter reads Hi-Critical — you'll have 
to be prepared to defend or counter. ; 
We're excited about playing YA The spaceship and technology design 
_ ; in the game is nothing short of amazing 
through an English build of Xenosaga — it’s like a big-budget anime movie. 
next, so stay tuned for a more in- eae ae 
depth update once that happens. : be a x A 
> Francesca Reyes si | 






















This game looks as amazing in motion as it 
does in screens and the story is just epic. 
C’mon, Namco, bring it on already! 











A The game’s battle mechs each boast their own unique attacks. 
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DOWNFORCE 


Make the podium, or make a splash? 














ormula 1 is one of the 
ia most expensive licenses 
around, and one with 


plenty of strings attached. That’s why 
Titus has made the same decision as 
the fictional drivers in its upcoming 
racer Downforce — to create its own 
open-wheel championship. No license 
means no F1 superstars, but it also 
means no limitations on tracks, cars 
or crashes. 

Emphasis on crashes. Smart Dog is 
putting lots of work into flashy effects 
and deformable car models, meaning 
heavy damage all round. Ten cars 
form the grids of 21 tracks (including 
Vegas, Singapore, and Hong Kong 


The concept has succeeded before, and a 
new developer can be hoped to bring 
some fresh ideas. 


airport), but more than a few should 
be painting the macadam by race's 
end. Every course is tuned for speed 
and smash potential. 

Beyond that, there are several 
question marks — this could be the 
next Monaco GP or the successor to 
Driven. Keep a good thought, and the 
hammer down. We're hoping this 
baby resembles more closely the 
former than the latter. 

> David Smith 






























| = |. 4 il _ Suit up, shut up, draw down, 
= fhe EE andhang on 








a game full of no-nonsense alien- They pick up the same guns, though, 


slaughtering action. Forget movie tie- 
ins — Jay and Kay resemble their 
Hollywood counterparts, but the 
game's world is its own, with its own 
aliens and heavy weaponry. 

A crashed prison ship hosts 
shootouts from several angles, the 
perspective changing to vary the 
action. That's true in two ways, since 
you can swap MIB’s between 
missions. Jay and Kay have different 
speeds and default weapons, 
opt the experience each time. 


nyone remember Men In 
7\ Black? Hope so, since the 
name cost Infogrames a 


bundle. But the aces at Melbourne 
House know what to do with it: make 





a 


i 


oom bed 
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including everything from pistols to 
lightning cannons. Sharp particles add 
punch to every weapon. 

Melbourne has the action tuned to 
60fps. Not bad, especially when the 
alien glop starts flying, and boy, does 
it ever. 

> David Smith 


the BUZZ 


A straight-up shooter is always fun 
regardless of license, and Melbourne can 
be trusted to make a first-rate game. 
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HELUS ANGELS 
Here’s your chance to explore 
the worst place anywhere. If 
you get tired or too scared, 
you can always push the 
“pause” button... this time... 
te ee | él 
aa 
c { 0 P IC C DUG : 6 6 
rT eC 0 0 d eed Delayed aqded O e D ed arjyare te o10g D ese are SO e€ po ard 0 
0 0 ' e e ODOd 0 G d d 2 ee and piayea e 2d e e ereaite 
as spe a ational was going oug before and aite e can Sa a e LO e story of Amanda 
qeveiopme e 0 £0 ong a e Drea D e e 00 pette a Taste g O trade e 0 ore e 
oug OO qropped oO € Tadd engine powered @a ersio amerate proved te eC Geld er qaugnte 0 e Oug e 
q g eC Td e 0 0 e at Ged eqe 0 qed and adVva ed a a pg p e e Of a e DO ode e 0 
0 atlo qqe gisappea g CLO d 0 pee eD O c awa 0 0 pietio ee O e 0 aite ego 
Q ado and Co ptlo 
Y Architecture ranges from the mundane to the fantastic. How long has he been there? ea ; array O 
a } ere an amazing variety 0 
ile 0 O 0 avenge especia 0 
Lf at Light has more active e 
we e pa e aracter seen earlile 
aulonad O e tO O eo e 
q 0 aie eq aesigne 
q ave re d 0 ed to = 















If you played System Shock 2, you know 
what's possible here. We just hope the 
new engine holds up. 


¥ Corruption’s powers include these handy 
turrets, which you can place anywhere. 
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A The cast in this latest Tekken is quite varied bu 


[Tre Ss # OF PLAYERS ESRB RATING 


it not too large. Several of the characters 


have received major costume changes, while others have only had minor touch-ups. 


TEKKEN 


hile the U.S. release date 

of Tekken 4 is still up in 

the air, we were able to 
get our hands on an early copy of the 
Namco fighter and are now able to 
talk more specifically about how it 
plays and what differences there are 
when compared with the original 
arcade version. 

In our last issue, we listed all the 
available time-released characters 
that could be unlocked in the arcade. 
However, it looks like there are going 
to be some additional ones added to 
the home version of the game. The 
developers are still a bit tight-lipped 
right now but we can say that Eddy 
Gordo is definitely playable and that a 
few other Tekken Tag combatants may 


be returning to this latest Iron Fist 
Tournament, as well. We are most 


certainly hoping that Unknown makes 


an appearance. 
As far as the gameplay goes, the 
pacing of the actual fighting system 


has been slowed down a bit and some 


combo timings are slightly different. 
Those of you who have followed the 
series religiously will notice these 
changes rather quickly but should 
have no problems coming to grips 
with the new feel. However, as some 
of the commands for certain throws 
and attacks have been rearranged, a 
bit of relearning is certainly required. 
Also, the amount of damage caused 
by specific moves has been reduced 
and a few recovery times have been 


extended in order to better balance 
the characters. Overall, | feel this is 
the best balanced Tekken yet and that 


rescarcoumee] || | 


Hands-on with the 
King of the Iron Fist 
Tournament 


even includes the more unorthodox 
characters, like Kuma. 
Along with that improved balance, 


TEKKEN IT TO THE PAST... 


Namco’s 3D fighting series has come a long way since its PlayStation 
debut way back in 1995. It’s amazing how the graphics have evolved. 


A Remember back in the old days when these graphics looked so impressive? 
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Tekken 4 also brings to the table a new 
feature called the "position change". 
By hitting the Left Punch and Left Kick 
buttons along with a d-pad direction, 
you can actually push or pull your 
opponent in any direction you want. 
And since most of the fighting arenas 
contain interactive — and often 
destructible — 3D objects, such as 
trees and cars, this adds a brand new 
type of attack to your arsenal. Also, 
the addition of these environmental 
objects makes it even more important 
to keep track of your position during 
fights. You no longer can just step 
away from your opponents in order to 
catch your breath because you might 
find yourself backed into a wall or 
some other sort of obstacle, 

As usual, Namco is including a 
large variety of modes in this home 
conversion. For the most part, they 
are pretty standard and include things 
like Story Mode and Practice. However, 
the early build we had access to did 
feature a mode called Training. 
Unfortunately, it wasn't working 











A While we might 
like many of the = 
new costume 
designs, King has 

got to have some 

of the worst ones. 


correctly and, as of press time, we still 
weren't able to get confirmation of 
what the mode was actually going to 
consist of. However, considering 
there's a regular practice mode, we 
assume that Training will actually 
teach you the fundamentals of playing 
Tekken 4, much like VF4 did with its 
"Trial" feature. If that's the case, then 
this is certainly good news for those 
of you who have been interested in 
the series, but have been daunted by 
its complex fighting system. 

Another mode worth mentioning is 
the vastly improved Force Mode. 
Building upon the one originally intro- 
duced in Tekken 3, the new Force 
Mode Assault is much larger, features 
a broader variety of enemies and 
environments and is certainly more 
challenging. Also, the character you 
initially select to play as determines 
the type of levels that you'll have to 
fight through. 

Unfortunately, even with all these 
improvements, Tekken 4 doesn't seem 
to introduce any truly innovative 


An up-close look at 
the game in action 


> Thanks to improved 
“skinning” technology, 
the joints of the charac- 
ters’are very smooth 

__| and look quite realistic. 
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NEVERENDING STO! 


Along with a slightly more cohesive storyline, Tekken 4 ups the 
ante a bit by including artistic sketches which help to explain a lot 
of plot points. Here are a few examples of them, based on a few 
of the more major characters. 


. H < 
- re" wel es 
‘A Namco decided to go with a more interesting sketchy-type artwork for the story 
segments. They aren’t that well detailed, but definitely help in understanding the plot. 








There are several fighting 
| games out there that might 
look good but they come up 
short in the gameplay depart- 
ment. Tekken 4 has both. 





<4 Don’t you worry. 
Paul still retains his 
trademark hairdo for 
atleast one of his 
costume variations. 


A The water may look amazing, 
__| but it doesn’t really move and 
=| splash’around tike real water does. 


at 
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TRAVEL THE 
WORLD FOR $50 
With only the cost of the 
game, you'll be able to travel 
around the world and fight 
your way through a vast 
myriad of interesting locations. 


features, like VF4's Al modes. Still, it's 
certainly made a major leap forward 
for the series and fans are going to 
love that. The slightly slower pacing of 
the fighting system makes the game 
more strategic and less reactionary 
while the free movement in 3D adds 
several layers of depth to both the 
defensive and offensive sides. Not only 
that, but the game looks gorgeous, 
easily eclipsing Tekken Tag 
Tournament. VF4 may have better 
looking characters but its backgrounds 
can't even begin to touch the quality 
and variety of the ones found in 
Namco's latest fighter. 

We'll definitely have a more in- 
depth look at Tekken 4 in the coming 
months and see if it truly is the King 
of 3D Fighters. ‘Course, we can't 
forget about Soul Calibur 2 and Mortal 
Kombat. They're around the corner, 
just waiting to take on whoever's the 
current champion. And the best thing 
is that regardless of what game comes 
out on top, the real winner is always 
going to be the fighting game fan. 

>Stephen Frost 


It’s only one of the most popular and best- 
looking fighting games of all time. Now, 
why would anyone want to get excited? 


¥ Strangely, Paul always seems to want to 
block punches with his head. Poor guy. 


A “If you're serious about winning this dance c 


ompe 


tition, then you're really going to have 
to treat these practice sessions more seriously. Now, let’s start again from the side-step.” 
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| Mysterious Pyramids. 

Glorious Victoria Falls. 
Herds of Peaceful Giraffes. 
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SOCOM 


Sony’s squad wargame gets a facelift 





hen it was first unveiled 
at last year’s E3, SOCOM: 
U.S. Navy Seals caught 


flack for looking too “PC-like” for a 
first-party game on PS2. Well, Sony 
obviously took those criticisms to 
heart, as latest shots of the game 
show some significant visual enhance- 
ments, particularly to its soldier 
models themselves. 

In addition, the game world now 
looks much more lush and vibrant, 
which should help set the tone for 
tense jungle combat. Sony still has big 
plans for the game, aiming to not only 
make it one of its very first online 
titles later this year, but also the first 


the BUZZ 


It’s not your typical mainstream action 
game, but the squad-based teamwork 
concept lends itself well to online play. 
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to utilize its internally-developed 
voice recognition technology for 
commanding Al squad mates and 
talking with other human players 
over the Net. 

Realistic military action titles are 
pretty scarce on consoles, let alone 
PS2, so this is definitely one game 
war buffs will want to keep an eye on. 
We'll have more details just as soon 
as Sony gives us a hands-on. 

> Randy Nelson 
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Japan’s to 
brawlers hit PS2 








aving sold out the Tokyo 
al Dome multiple times and 
made a splash on U.S. 


pay-per-view, the Japanese Pride 
Fighting Championship is making its 





videogame debut on PS2. Similar in 
concept to the more familiar (at least 
to American viewers) Ultimate 
Fighting Championship, Pride pits 
fighters of various styles against one 
another in fights to the finish. 
Unlike UFC's, Pride fights unfold in 
a traditional ring, but are 
every bit as brutal. 
Seasoned UFC game 
developer Anchor is at 
the reigns, and the y 
results are impres- 
sive so far. 25 of the 


championship’s top stars are on tap, 
but there'll also be a full create-a- 
fighter mode. It’s already looking a lot 
like actual Pride broadcasts, too — 
you can even see the photographers 
at ringside! 












> Randy Nelson 


<< “I won the Undertaker’s old 
clothes on eBay!” 


Pride fighting has a niche appeal in the 
U.S. right now, but the game has the 
potential to be a big-time brawler. 
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Similar to Tony Hawk’s Pro 
| Skater 3, you'll be able to 
| perform some hot-looking 
tricks while rolling or simply 
balancing on your bike. 
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he original Mat Hoffman’s 
Pro BMX was good, but it 
was a little too similar to 
Activision’s other extreme sports 
series, Tony Hawk's Pro Skater. While 
MHPB2 still shares a lot of common 
elements with THPS3, there are more 






















Score 
19, 622 g. 59,96) 
Combo 








unique twists in store. 

The most prominent of these will 
be a new trick tweaking system that 
enables players to seamlessly “morph” 
tricks together to create completely 
new ones for a more free-form style 
of showing off. Flatland tricks have 
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also been brought over from THPS3, 
expanding the number and length of 
trick strings that can be created. 

Like THPS3, the game will also 
feature much larger environments 
than its PSone predecessor, complete 
with interactive obstacles, helicopters, 


city traffic, pedestrians, and other 
atmosphere-boosting enhancements. 
Activision is also planning some other 
interesting additions, including the 
ability to snap photos of your best 
tricks and save them to a memory 
card. There will also be a new Road 
Trip Mode to recreate the BMX circuit 
experience, including behind-the- 
scenes footage from the real deal. 

The multi-player side is set to 
receive a boost from several new 
modes, including PUSH (the split- 
screen changes to reflect who's 
winning), Treasure Hunt, and Joust. 

With no new Tony Hawk on tap 
until at least fall, this may be just the 
tide-me-over extreme sports fans 
need. We'll have hands-on impres- 
sions soon, so sit tight. 

> Randy Nelson 


It has a lot of similarities to Tony Hawk 3, 
but the new trick tweaking system should 
help set this sequel apart. 







foyme) 


“> PREVIEWS 


{e) 


° 
ie) 


THE BEST OF 
ALL WORLDS 
Headhunter borrows a lot of 
elements from many 
different titles and 
? manages to fuse them 
into one interesting 
gaming experience. 


ollowing in its tradition of 
F publishing SEGA games in 

the U.S., Acclaim has 
acquired the rights to two more of the 
company’s titles: Ecco the Dolphin and 
Headhunter. And, since the former is 
being reviewed this issue, that gives us 





“SS eas 


a bit of space to focus on the latter. 
Developed by Amuze, Headhunter 
drops the player into the worn boots 
of Jack Wade, just as he awakes from 
a coma and discovers that his identity 
and memories have been stolen. 
While trying to piece his life back 


¥ 
= 


JACK WADE 
a 
H 


together again, Jack will embark on a 
quest to discover the people responsi- 
ble for the murder of the AntiCrime 
Network's chief officer. 

While mainly a third-person action 
title, along the lines of a Winback or 
Syphon Filter, Headhunter does provide 


A Since your memories and skills as a headhunter have been taken away, you'll have to 


start from scratch and learn as you go. 
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4 You can easily switch between targets by hitting the SQUARE button. 


Y Using the environment to your advantage is 
recommended, if you'd like to remain alive. 










JACK WADE 
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a bit more variety in the form of 
various arcade-style license tests and 
racing segments. Players will have to 
successfully complete these segments 
in order to move further along in the 
storyline and/or unlock hidden game 
features. Granted, it’s going to be 
quite challenging, which is why Jack 
doesn’t work alone. He's got the sultry 
Angela Stern by his side and players 
will be able to control her during 
certain segments. 

With a focus on intricate storyline 
and a very cinematic soundtrack, 
Headhunter certainly does share a lot 
in common with today’s high-budget 
Hollywood movies. Only, in its case, 
you're not just watching the action 
happen on the screen. You're actually 
responsible for the eventual outcome. 

> Stephen Frost 





SEGA’s action titles always seem to 
provide a bit of innovation and a lot of 
fun. This game should do the same. 



























~ | ReLease DATE 
| Summer 






| TYPE ¥ 


On three, everybody shout “EXTREME!” 


idway is making its own 

push into the extreme- 

sports arena this summer 
with Gravity Games Bike: Street. Dirt. 
Vert. This is a game which says exactly 








what it’s about: freestyle BMX action 
in the three most popular disciplines 
(sorry, kids, no flatland). This is 
becoming a crowded field, but the 
popularity of freestyle BMX means 


there’s plenty of room for competition. 


The Gravity Games, in case you 
missed the last one, are NBC’s answer 
to the call for an all-in-one extreme- 
sports carnival. Pros from several 
different sports take part, but 
Midway’s present focus is the BMX 
arena, with 21 riders and 7 licensed 
pros appearing. The roster includes 
S&M's Matt Beringer, BS Tough-as- 
Nails winner Dennis McCoy, GT’s Jamie 
Bestwick, Eastern’s Leigh Ramsdell, 
and Mongoose stalwart Tim “Fuzzy” 
Hall, whose double-strewn backyard 
inspired one of the 10 different com- 
petition levels. The rest are a mix of 
real courses — the Gravity Games 
parks — and fantasy levels. 

Just the stunts alone should be 
enough death-defying for one game. 
400 motion-captured animations 
combine to form a potential 1,500 
different tricks and combos, blending 
the full range of air tricks with linking 











| Since this is an extreme game, 
| this title has plenty of over- 

| the-top moves. Can you 
discover them all? 








grinds. Five game modes let you 
challenge yourself, or compete in 
games like H-O-R-S-E, High Five, and 
Team Attack. If Midway can top that 
off with a genuinely fun BMX control 
scheme, Gravity Games has a shot at 
the top spot this year. 


> David Smith 


the BUZZ 


The quest for a truly great BMX sim 
continues, and Midway’s at least a 
credible contender here. 
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Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 
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TAKE THE 
PSM CHALLENGE! 








RULES: You can’t send an entry for each challenge. If you cheat or use codes, 
you'll be disqualified. The final letter for the contest will be accepted on June 
1. If there are multiple winners, the final winner will be decided by the best 
paragraph that explains why you're the winner. Send a picture or a videotape 
(sorry, but we can’t return them) and a short paragraph explaining why 
you're the winner. Sorry, no e-mail entries! 


SEND YOUR ENTRIES TO: PSM May Challenge # (the challenge you're 










CHALLENGE WINNERS for the Holiday issue: 
FINAL FANTASY X Ivan Tominack of Blacksburg, VA 






5 ; THIS MONTHS 
entering), c/o Imagine Media, 150 North Hill Drive, Brisbane, CA 94005. PRIZE PACKAGE: 
CHALLENGE #1: Mister Mosquito Star Wars: Jedi 

ry tank in the game and fill them with blood. Photograph or Starfighter 
otape the screen that shows how many tanks you've collected. Sey Were Hees 
Revenge 


-CHALLEN SE #2: Star Wars: Jedi Starfighter 

‘Simply. omplete both the Bonus and Hidden objectives for the last level 
in single player mode. Go to the level select screen and highlight the last 
I Photograph « or videotape the two medals that will appear after 

Co npleting these objectives. 


CHALLENGE #3: Ape Escape 
Collect enough large gold coins to unlock the Galaxy Ape mini-game. 
Photograph or videotape yourself playing it. 


| Jedi Starfighter T-Shirt 
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Walkthrough 


he walkthrough is divided up by the 






OM 


checkpoints found through- 


out each level. If you wish to use it, you should start the level and 
count the number of check points as you cross each one. 


| This section is just an introductory level. 
| Follow your instructor's hints to get through 
) this lame area. 


> Take a chance here to get adjusted to the interface; 
battle some enemies and dodge around. 





Run downstairs and 
flip the switch to 
the bridge. 








Go across the bridge 
into the structures. 





the swi ch, turn to mist and 
safely pass by the control operator. 
Kill him for making you flip a switch. 





Go upstairs, kill some 
people, and flip the switch. Enter the gate with the 
wheel — not the one that the green line takes you 
to. Go through the door. Flip the switch and return 

upstairs. Go through the passage that was previ- 
ously blocked. You'll encounter two archers. Turn 
__ into mist to kill them safely. 




















After you encounter the two men just beyond the 

_ steam, look to the left to find a door. Go init fora 
few chests. Just after that, you'll encounter a steel | 
_ Catwalk. At the end to the right, there’s a path the 
leads to a dead end. In the room just before the 
dead end, you'll find a treasure. 

__ Man Keeps Closing Door: Unlock the door in the 
toom to the left. Turn into mist before you leave 
_the room to safely get past the man and the gate. 
Two Men Closing Gate: To pass these guys, go 
around to the left and hit the levers on the fire. 
Return to the door. To the right of the door is a 
handle that turns on steam. Twirl it to kill the 

two guys. : 

Steam on Ladder: You'll encounter two gates with 

a steam blowing across a ladder on the other side. 
Flip the first switch to turn off the steam in the 

first gate; go through it. Go to the other locked 

_ gate and open it; go through it and switch the 


T=] 100% INDEPENDENT PLAYSTATION 2 MAGAZINE 





steam from the ladder to the first gate. Go 
through the second gate quickly, since it closes. 

































_CHAPTER [ 3 ] 
Lower CIty 


open the door. 


Beginning 

Kill the people. To the left, there 
will be a shop; go inside to find 
a chest. Now go back to where 
you started; to the immediate 
left is an alley with stairs. You 
can jump on the structure above 
the stairs. Get on it and jump 
over the railing to the right. 


Check Point 2 


the password. 
Check Point 3 


Check Point 1 

You'll make your way to a 
tavern; talk to the 
bartender. She will tell you 
to return to the man at the 
overpass; it’s on your left 
when you first entered the 
open area after the check- 
point. He is just beyond a 
locked gate at the end of 
an overpass. You'll come to 
a new area with a treasure 
chest on top of a platform. 
Once you dispatch the 
people and guards, do a 
special jump from this 
platform to the one on the 
right with a green lock next to it. 
Flip the switch and head inside. 
Moving Green Pillar: Take the 
first green pillar on the left and 
put it in the place of the pillar 
without a charged orb. Go to the 
room you previously passed on 


Check Point 4 
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|. the right. Flip the switch here to 


You need a password. So, go to 
the left to a different area. At 
the end of this area is a gate; 
on the right, is a man ina 
kiosk. Talk with him to get 


Flip the switch at the bottom 
and jump to the platform. Go 
inside. You'll encounter a set of 


4 Move the box before you lower the sandbag to 
ring the bell. 





stairs at the bottom; head up, 
flip the switch and go through 
the hole in the floor. 


After you fall down the hole, 
you'll hit a warehouse. Go to it 















In the first part of the battle, simply ~ 
block his crap to build up your special 
meter. When you can perform a fury 
attack, use it when he blocks your 
attacks. Repeat this process until the 
next part. Now, you'll notice that 
there's a trail of mist leading up to 
each furnace. Locate the boss, 
change into mist at the start of the 
trail, walk to the furnaces lever and 
flip it. The last part will be easy, too; 
just jump around a lot to avoid his 
kicks. When he does, run up to 

him and attack. 













| and go up the stairs. Once you 
get there, you'll find a switch on 
the right, next to a lift. Don’t hit 
it yet. Instead, go up another set 
of stairs to the back right. On 
the next level you'll see a box; 
move it to the lift and go to the 
previous level to bring the box to 
the top. Go to the top where the 
box rests now. Return to the 
switch for the lift. Notice that 
you can move the platform; 
move it out of the way and 
return to the box. Push the box 

|| back over the edge and through 

the hole. 


Check Point 5 

You'll eventually pass two 
guards. You'll come to a 
ladder; on the left is a 
wheel, but don’t turn it. To 
the right of the ladder is a 
break in the rail. Do a 
super jump across the 
water to the wooden 
platform. In the town, you'll 
find three open doors. Go 
in to kill some people and 
find a few chests. Flip the 
switch at the end of the area. 


| Check Point 6 
Go into the room with a pool of 
water. Go up the ladder and 
jump to the structure on the left. 

Kill the guard and push the box 
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on SELECT 




















Move it to the other side. Return to the wheel 
Enter the door on the left, and move the box to and turn it again. Place the charged pillar over to 
the left; go up the stairs. Turn the wheel and flip the hole in the green circuit line. 

the switch to ring the bell. Take the elevator up 
Check Point 2 and do a super jump to the open window. = 
Go upstairs and turn the wheel Head inside the Make your way to the top via a ladder. Jump 
pod-like structure and turn the wheel. ee across to the open room. Destroy the enemy with 
Go up the ladder and turn he wheel. Move the the large sword. He isn’t tough; just block his 
charged green statue out of the way of the gate. attacks and attack him after he has unleashed his 
barrage of attacks. 


a CHAPTER [ 4 | 
THe UPPER CITY 

















Enter the door at the end and then exit 
through the second door. Flip the x 
switches and leave the gate. Turn into Check Point 1 

mist and flip the switch to open the You'll come to a room with silver 
large gate. squares in the wall. Push all four 
of them in to open a door. 































Turn the wheel on the left. Go up the 
stairs on the right. Do a super 
jump across. 









He will turn invisible, in which 
case you simply need to hit the 
grave stones alternatively, which 
will ring a bell and make him 
visible and vulnerable. The last 
part will be just a matter of 
finding him, as he will run around 
fading in and out. When you see 
him, mindlessly mash your 
attack button! 



















Drain the two pools and flip the switches. 
Drag the box to the main part from the 
edge of the water. Drain the pool on the 
right and move the box to the edge. Flip 
the first switch to open the first door. The 
box will block the first gate and open the 
large one at the other end. 




















A Make sure you check every nook in the graveyard so that you find every power-up. 










































| wheel. Head up and go through the 
door. Go up the spiraling staircase 
and flip the switch. Flip the switch in 
the next room to move the 
bookcase. Possess the guy on the 
other side of the gate and flip the 
switch behind him. Go around under 
the staircase and get the treasure as 
well as the one at the top. 


down to the left. Go to the other —CHAPTER [ 5. ] 

side of the pool and flip the switch. ~ THE SARAFAN KEEP 
Return to the box and use it to jam 
the steel door. Go outside of the 
room and head downstairs. Flip the 
switch and quickly make your way 
past the steel door to the other side 
before the water fills. 


platform on the right; flip the switch. 
To get the last switch on the 
platform on the other side, simply 
head towards it. Possess the man 
standing up there and make him 

flip it. Go into the pool and enter 
the sewer. 


| 
| 


| 
| 
iW 
\ 
i} 
| 
i 
! 






Check Point 7 

After you kill the two guards, go in 
the opposite direction of the closed 
gate. Jump up the building and 

do super jumps across the town. 
Follow the enemy vampire over 


Go into the room with hanging 
coffins. Start at the bottom and 
check the rooms. Climb 
the ladder and flip the 
switch. Jump down to 

| the right and go into the 








Kill the guards, flip the switch and 

| enter the door. On the right is a 

| statue. Move it towards the door to 
_ open a secret passage. Turn the 





A ese towards the upper right part 
of the room to find the guy you need 















the buildings. e | room. Flip that switch wheel and return 
Go through the outdoor 2 area, | again and jump to the left a through 
Check Point 8 possess the man and open the door and enter the door. that 
i} 


You'll encounter two guards at the door. 
end of the sectioned off part of 
town. Look to the right and you'll 
see some boxes. Jump on them, and 
then jump over the wall. Head 
downstairs and go over the path. 
Walk to the right until the end, and 
turn right; you'll see a movable box. 
Push it over the edge. Move it so 
that it’s in line with the platform. 
Go to front of the platform and 
retract the bridge. Jump to the other 
side and turn the wheel to turn on 
water. Return to the bridge lever to 
access the bridge again. Now drain 
the water. The box should be on the 
bridge. Move the box towards the 
water control lever. Go through 
the door. 


Turn off the steam and go through 
the room. Go downstairs. You'll 
encounter another room with a 
furnace. Flip the switch on the strange. After you go into the 
furnace to get a hot coal. Move the second room with the two 
green pillar near the other end. Now —_ guards and green barriers 

go up to the area where there isan _on the right and left, 

anvil; there you will find another i there is a man that stands on 

switch. Flip it. At the end of the | the second level on the right. 
hallway, you'll find stairs going up to —_— Possess him to break the barrier 
the right. Get the treasure atthe top —_on the left. 
of the stairs. } 


_ This puzzle is a bit 

















Kill the guards, kill Marcus and 
go up the elevator. Open the 
treasure in the room up here. 


| 
Kill the guards in the passage and | 
make your way into the large room 
with a pool of water. Kill the guards 
and go up the ladder. Flip the switch 
up here and super jump to the 





im Check Point 7 
| Go to the bottom and turn the 
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Flip the switches and head upstairs. 
Once you've gone upstairs and have 
done your business, return down- 
stairs and turn the wheel again. Head 
back upstairs and flip the switch. 


Check Point 2 

Fall off of the bridge and you will find 
a green switch at the bottom; flick it. 
Climb the ladder and jump across the 
large stack of boxes, making your 
way back up the bridge. Flip the 
switch on the top of the bridge and 
go through the door. Once you go 
through this door, go to the left and 
enter the room. Flip the green switch 
and head the other way. 





heck Point 3 
Take the elevator down and jump to 
the bottom in the next area. Flip the 
four switches at the bottom, in no 

particular order. Go back up and flip 
the switch. Follow the box on the 

conveyor belt though the door. Jump 














off to the right immediately, though. 


If you stay on, you will fall down a 
hole and die. 


Check Point 4 


Flip the switch next to the door and 


| || the check point. Go through the door. 


Check Point 7 


| You'll enter a room with a conveyor 
belt leading through two pipes 


spewing fire. Go left until end of 


|| the little hallway before you get on 
| the conveyor belt. On the right 
|| is a switch. 


Check Point 3 

In the back left part of the room with 
four large furnaces, you'll find a 
switch. Guess what? You need to flip 
it. Possess the guy on the other side 


| Of the mirror to flip a switch. To the 


left of the door you just entered, 


|| there is a switch. Head to the 


passage on the right and get the 
chest. Now go through the last 


passage. You'll come to another door | 


with two small windows and a locked 
door. Possess one of the guys on the 
other side and flip the switch. You'll 


| come to another room with a large 


window on the right. Possess him 
and — guess what? — flip the switch. 


Check Point 9 

You'll come to another room with a 
large window. Possess the guy and 
flip the switch in the next room on 
the left. You'll come to another room 
with a big window on the left. The 


|| person you need to possess is on the 








left, hiding. Just keep pressing circle 


on the left side of the screen to 
possess him. Now go to the pile of 
junk in the previous room and flip the 
switch, clearing your path safely. 


Check Point 10 


Go up the ramp and flip the switch. 


|| Go through the door. 


imCheck Point 11 


Possess the guy through the big 
window; flip the switch to open the 
doors. Do the same thing at the next 
big window. Flip the green switch and 


| go through the door. Go to the other 


side and head up the elevator. Turn 
the wheel on the left. 

Train Tracks Puzzle: Go to the stopper 
on the other side of the switch; move 
it on the tracks. Move the other out 
of the way and hit the switch. 


Check Point 42 
Jump the canyon, go straight 
into the room to find a chest. 


















| [er 


|| wear him down and he'll start to run 














Don't worry, this is a silly fight. Just 
be sure you know how to block well. 
Block his attacks, and dodge his last 
one and then strike. Eventually, you'll 
















around the room. Be sure to stay out 
of the middle. Stay near its periphery 
and try not to move a lot, just to get 
out of the way of the steam. Try to 
keep him on the opposite side of the 
center thing, or dodge out of the way 
when he strikes. He'll fall into the 
center thing getting damaged heavily. 
However, | found it just as effective to 
run in a circle around the periphery 
of the center piece trying to dodge 
the steam. For the last part, charm 
the guy in the control booth. And 
fight him as you did in the beginning. 








































Jump down and kill the guard. 
Get the treasure and go up the 
hill. Go inside the cave, turn to 
mist and take out the chicks. 


Once you reach the open area, 

go up the small case of stairs. 

Possess the guy on the other 

side of the window. Use him 

and go upstairs and turn the 

wheel. Go up the large staircase 

on the left and push the box 

under the door. Now safely jump onto one of the 
buckets that was carrying water, and go to the top. 
Fall down to the wooden platform on the left. 


Jump across the rocks, and make the jump to the 
wooden structure to the left. Make your way down 
the stairs. 


Flip the switch in this first room and go through the 
main doors. Go into the room across the way. Go up 
seems tOp and flip the switch. Go 
© back down and turn the 
wheel. Go through the 
door. Jump the large pool 
of water. 


He 


Scale the mountain side on 

| the left near the vehicle. 
When you reach the edge, 
near the top, do a super 


Make your way to the lift and take it up. Now go 
through the door. Jump on the carriage. Jump over 
the wall and possess the people on the other side 
of the bars. Flip the switch. Go to the other guy and 
possess him; flip the switch and then go outside 
and turn the wheel. Go up the ladder, flip the switch 
and head inside. 
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your way through these new enemies. 
They aren't too tough to block, but they are difficult 
sometimes when they spew out green breath, in 
which case you need to dodge. 





To the left is a web; behind it is a chest. Make your 
way to the burning structure, doing a super jump 
over the fire. 


Go to the pedestal next to the tracks and turn the 
wheel. Go to the structure with a man standing 
inside; possess him and flip the switch. Go behind 
the house and super jump to the platform across 
the way. Turn the wheel. 


ae. 
Flip the first switch to the right to activate a green 
line. Turn the wheel to open the door. Go across 
and to the left corner of the area, where you'll find 
a platform with three switches. Flip all three from 
left to right. Flip the middle one again. Go through 
the first open door. You'll find another switch on the 





left just past the first corner; flip it. Follow the 
conveyor and along the way before the next 
structure, you'll find another switch. Flip it as the 
rock enters this structure to prevent it from being 
crushed. You'll find another crane to the left with a 
platform and three switches. Do the same thing 
again here. Go through the newly opened area. 






First go through the door of the building on the 
left. Go up top and hit the green switch. Quickly 





Inside the first 
room of the 
prison, jump 
to the area in 
the back left 
corner, just 
above the 
stairs. From 
there, do a 
super jump 
across to the 
other side. Climb the ladder. Up here you'll find a 
weapon and chest on the other side. Once you 
obtain these items, go through the door at the 
back of the room. 


A Whenever you see one of these 
green circles, you must use Telekinesis. 





Check Point 1 
There’s a cell open in the back left corner. Go in 
and flip the switch to lift the box. 


Check Point 2 
Flip the switch in the room with clocks 
and proceed. 


Check Point 4 

Go into the center structure and flip the switch. 
You have to jump around the floating platforms. 
In order to reach a higher level, you must use a 
super jump. 


Check Point 6 

Kill the arachnids and go inside the opened box to 
find a chest. Jump to the top of the box and super 
jump to the platform. Flip the switch. Charm the 
prisoner on the other side of the middle gate and 
open the door. 


Check Point 7 

Make your way to the top flipping switches and 
possessing when necessary. On the third level, 
open the cells to get your prizes, and then charm 
the prisoner on the other side of the bars to open 
the gate. Flip the switch on the fourth level. Jump 
on the box to get to the other side. 


Check Point 8 

At the top on the left side is a chest. On the right 
side is a closed cell containing a prisoner; possess 
her and open the door. 


Check Point 9 
Use Telekinesis on the green circle across the way. 





super jump across to the next platform. Go all the 
way to the bottom and possess the guy; have him 
flip the switch. Go up top and flip the switch. 
Quickly super jump back and flip the switch to 
make the connection, but wait just a few moments 
for the green to reach you to flip it. Then go to the 
bottom and make sure the arrow is pointing right; 
if not, turn the wheel. Also, at the top of the 
structure containing the man you need to possess, 
you will find a chest. 


Flip the switch on the other side of the green 
circle. Go back and use Telekinesis on the 
green circle. 


Check Point 10 

Hit this enemy to prevent him from damaging you, 
but proceed through, running from him since he 
cannot be killed. 


Check Point 11 

Flip the switches on all four furnaces. Proceed on 
until you go down the ladder and reach a locked 
gate. Charm the person on the other side and flip 
the switch on the right side of the wall. Go back up 
and go through the newly opened door. 


Check Point 12 
Quickly use telekinesis on the circle to release the 
bridge locks and kill the enemy. 


Check Point 13 

Jump to the center piece and use Telekinesis on 
the circle above and behind you. Go back over the 
bridge and flip the switch. Jump back to center 
piece, and then go to the new area. Use Telekinesis 
on the green circle above the entrance of this 
room. Go back and flip the switch twice and go to 
the new area. 


Check Point 14 
Flip the switch on the other side of the bridge to 
kill the demon. 


Check Point 15 

Turn right and go to the end; there's a chest. Turn 
right again when you reach the other end for a 
chest. However, spikes will come down to kill you. 
If you look around quickly, you'll notice a green 
circle which will stop it. 


Boss 

Use Telekinesis to knock him off the pedestal and 
hurt him. Use the pillars around the periphery for 
cover of his attacks. When he is done, quickly use 
Telekinesis again. The second part is a test in 
patience. Stand in front of the blades of the 
statues and do Telekinesis. He will then charge. 
Jump out of the way and he will ram into a blade. 
Do this for all the statues. Now perform Telekinesis 
on all of the green circles. Stand on the base of 
the large statue and make him run into the statue's 
pole. Make him run into the platform once more 
for victory. 
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At the end of the 


platform on the 
right, you'll find a 
chest. Go into the 
hallway and turn 
left to find a chest. 
Proceed in the 
opposite direction. 
Go through the 
broken window 
and fall down. Flip the switches and kill the 
monster. Go into the room containing the 
monster and you'll see the green circle on the 
platform above. Use Telekinesis. Go into the 
next room and super jump across. Flip the 
switch and return to the hallway. Go to the end 
and there will be a window on the left. From 
here use telekinesis on the two green circles. 
Return to the tunnel you passed on the right 
and possess the person from here to flip the 
switch. 


Aln many of the hallways in this 
level, blades are attached to the 
sides. Jump through to avoid injury. 


Go down the ramp and flip the green switch. Go 
upstairs, possess the guy and flip the switch. 
There is a chest at the bottom, where you hit 
the first green switch. Jump on the piston and 
there is a platform you can jump to that has a 
chest. Fall down on to the platform under the 


Jump across the water hole and turn around; 
there’s a green circle. Jump down and flip the 
switch. Jump up and go through the door. Fall 
down to the bottom in the area with the 
extending arm; flip the switch. Climb the ladder 
and flip the switch. Possess the guy and flip the 
switch. Walk back and go through the broken 
window. Enter the glass tunnel and look right; 
there’s another green circle. When you move 
the boxes, charm the guy and move him on the 
bridge. Use telekinesis on the circle again to 
move the boxes and flip the switch. 


Super jump across and flip the switch. Super 
Jump to the switch on the platform above the 
water. Jump down and move the box in front of 
the door. Go through the window next to the 
prison housing the enemy; flip the switch. 


Go down to the center and you'll find an open 
door with an enemy. When water begins to fill 
possess the man on the other side of the 
barrier and unlock the barrier. In the area with 
spewing lava, go left to find a chest. Now, turn 
around and go the other way. 


Just beyond the green door, you'll find a 
green circle. 
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To the left just beyond 
stacks of boxes is a green 


























Hit the switch to open the cage and get to the 


furnace-like device. 





Check Point 1 


To the left of the gate is a little alley; there’s a 
chest. When you reach the house at the end of the 
docks, flip the switch to start the flow of green. 
Now along the way upstairs, turn the wheels to 
connect the circuits and keep the green alive. Once 
at top, flip the switch. Turn right where you fought 
the two guards and do a super jump to the other 
side of the docks. Go up the ladder to get a chest. 
Go to the gate that you couldn’t get through in the 
beginning. Go to the right to get a chest. 


me) \t3 a | 


The first part is crypti i ‘ 
your Telekinesis and the use the special 
jump to knock him over the edge. 
Go to the top of the structure and 
fall down. At the barrier, there is a 
green circle; use telekinesis. Return 
to the front where you started. 





There is a chest just before the place 
you leave, and the bats. Don’t fight 
the demon; run to the left and jump 
on the small beach and go up. 





Go outside and flip the switches. Go 
the door again to the beach area. 
Run from the demon and jump on 
the rocks. Super jump to the path. 








jump to the window once 
're outside and jump to the left to 


Check Point 4 















kill the guard. 









the path. Once inside again, flip the 
switch. Possess the human. Go 
outside and move the stone pillar at 
the bottom to the left over the black 
blemish on the ground. Go back 
inside and kill the demon. To do so, 
go to the window with the switch; 
have him come in front of it, and 
then flip the switch. Jump inside and 
go to the switches in the big window; 
flip them. Go in through the hole. 
Possess the guy across the 
waterway. Move the box at the 
bottom to the left so that it is close 
to the hole in the railing. Go back 
towards the first platform, but only 
so far as you need to possess the 
human again. Turn the water on and 
quickly jump to the box. Jump 
through the hole in the railing. Jump 
down and go to the left with the 
rising platforms. Jump on one to get 
to the next level. The next part is 
utter crap since you won't get a 
Check Point for quite a while. You 
must drain the pool and then 
position the boxes at just the right 
spots. Go all the way almost to the 
end and go into the door. Push the 
box off the ledge and drag it as far 
up and to the right as you can. Go 
back to the beginning of the first 
box. Face it, and move it to the right 
a bit. Move the box in the next 
chamber all the way to the left and 


circle; use Telekinesis. Move the 
box to the front of the door. Move 
the box to the orange panel just past the 


After you pass the two women in a cage, you will 
encounter two guards, and more switches. Turn the 
wheel at the end of the alley. Go into the newly 
unlocked door and flip the switch. Turn the wheel 
again and go into the other door. Turn that wheel 
now. Go into the other caged area again and flip 
the switch to turn the light back on. 


Maneuver the large box z across to the open area. 
Just flip the switches; the left corresponds to left 
movement; the middle is for forward and backward 
movement; and the right switch is for right 
movement. Flip the switches in the following order: 
middle, right, middle, left, left, middle, right. Charm 
the guy on the other side of the gate and go 
straight to the switches on the left. Flick them to 





Go up top to get a chest. Go nicieh the door up 





so that it’s in line with the first. Jump 
from one box to the other without 
the water so that you're sure the 
length between the two is correct. 
Now go get the third box and move 
it within jumping distance of the 
second, and so that it’s in line with 
the open part of the platform across 
from you. Now, turn on the water 
and make your way to the door, via 
the floating boxes you just put into 
position. When you get to the third 
box, super jump. Charm the guy in 
the room. Move the box over the 
edge, and move it out just a little. 
Turn on the water and jump to it. 
Super Jump from this box to the last 
one on the right. Super jump from 
this last box to the platform. 


Super jump the gaps and make your 
way to the elevator; go up. Jump on 
the box and super jump to the 
chimney-like structures, but only 
when it’s not spewing forth green 
steam. 





. 3 Sits 
Flip the stupid switches and proceed. 


Super Jump to the steel platform. 
Follow it down and jump left on to 
the boxes. Proceed through the 
path. Flip the two switches and go 
back down to the big door near the 
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structure and super jump across. 
Jump up the open wall on the left. 


To unleash the demon from its cage, charm the 
guy inside the large cage on the bottom. Flip the 
switch. Once inside, get into the cage and charm 
the guy from there; flip the switch. 







j <The coolest 
7 weapon in the 
® game is the Soul 
Reaver; unfortu- 
nately, you can 
only use it in the 
last five minutes 
of the game. 


here. Climb the metal 


demon. Kill the enemy. 





Use telekinesis on the four green 
circles when you walk into the room. 
After the cinema, go around to the 
left and go through the hole in the 
wall. 





Go right and jump to the ledge. Flip 
the switch. Go the opposite way and 
move the box, so that it’s just under 
the switch. Super jump to the 
platform next to it. Jump onto it and 
flip the switch. Go down the hall to 
the left and go up the moving 
platform. Proceed through, flip the 
switch and go through the door. 





Lock onto him and dodge right and 
left to get out of the way of his 
attacks. In between, use Telekinesis 
on him. As he is stumbling back, use 
your super jump to attack and make 
him fall off of the edge. Now, block 
his attacks and use Immolate. Once 
you get the Soul Reaver, block five 
attacks, dodge the last one, and use 
Berserk to finish him off! Finally, 

it’s over, which means no more 
stupid SWITCHES! _ : 
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his month, the mysterious Tokoya tells you 
how to unlock the game’s secrets, as well as 
the keys to becoming a master golfer. 


button’ Oe 
4 Unlock characters first; it helps you get 
strong characters for the tough tournaments. 


ww Standard 


(@ There are two ways to unlock items: 
you can either buy them, or place 
first in tournament events. Press & 
on the controller in a Tournament 
mode to see the various items that 
you can win. When shopping, try 
buying only the items you cannot 
win in Tournament, unless it’s an 
item you need immediately. 


In Versus mode, you can unlock new 
characters by beating them. | suggest 
using the Pinch Hit Coupon whenever 
possible. Load your game, use 
a Coupon and return later. These are 
the hidden characters: Tiffany, Jonnie, 
Pete, Stacey, Spike, Lin, Mitch, Estelle, 
Toni, John, Kamala, Zeus, Blue, T- 
Bone, Louise. There are “New” 
versions of each character as well. 


And 


course are the various ditches and 
canyons; beware of them. 





Although | don’t provide instructions 
for each hole, | picked holes that are 
complicated or offer a variety of 
obstacles and elements. These 
instructions will help you learn how to 
approach each hole better. 


Demons Open - Western Valley 
C.C. (King) 

(EI You need to land the ball on 
the green, which resembles a 
peninsula. This hole can be further 
complicated by wind. | suggest hitting 
it to the left slightly and with slightly 
less power than it would take to hit 
the ball 176 yards, since you're 
elevated; this is based on the 


Hidden Golf Goodie 







Pro Tips 


assumption that you have no 
wind. It is now likely that you have 
to putt with a slope. It isn’t a large 
slope, so you shouldn't have to 
compensate too greatly, depending 
on the distance. 


(SEES The course resembles an “S’” 
with a cliff blocking your way to the 
right in the beginning. You want to 
position the ball to the right as far as 
possible, towards the second to last 
curve. Use Square to boost club 
strength, and then do a Super Fade. 
This should line you up perfectly for 
the hole. Since it’s Par 5, you have a 
chance for an Eagle. 


(SEK Take the small patch of 
fairway to the left, which will line you 
up fairly well with the hole. You 
simply need to worry about the tree 
obstructing you path now. | suggest 
doing a slight Super Draw to get 
around the tree (if necessary). Hit it 
with slightly more force than 
indicated, as you're lower than 

the green. 


(SEE Again, take the smaller path, 





which is to the right. Use Square to 









boost your club, 
if you must. Now, 
you'll probably be 
just shy of being able 
to hit the green. 

However, if your character is 
very strong (in which case, use 
another club boost), or if your 
character has high impact, you may 
reach it with the help of some wind. 
Otherwise, land the ball in front of 
the green. If you're good, you may 
get the Birdie. 


Don't try to hit it over the 
small canyon on your second hit; hit it 
just before it. The last shot is easy. To 
be safe, hit it slightly harder to avoid 
hitting the sand trap in front of you. 
However, don’t swing too hard, unless 
there's strong wind, since the green 
past the hole is full of slopes. 


(SERED Hit it to the right, past the 
rock to line up the ball with the hole. 
If you don’t hit to the right, another 
large rock and some trees will be in 
the way. If you lack the power, you 
can’t make this shot, so curve the 
ball so that it passes around the first 
large rock. 







— 


the speed of the white dots on the 
grid lines. For example, if you have 
two blocks with dots moving left on 


© Consider the atmospheric 
conditions, like rain and wind. 
{3 Advanced techniques to vary the 


motions are opposite for lefties. 
© super Draw 
For right-handed golfers: During 


MASTER GOLFER 


tf 44 





ve The tips will help, but becoming a 
master golfer requires you to get a feel for 
things, too. 


Hit It Straight 

{Calculate the distance required to 
advance the ball to a playable 
area and select the most 
appropriate club. 

© Look for any obstacles in your way. 

© Look for any increasing or 
decreasing slopes under the ball 
that will affect its flight pattern. 

© Visualize the predicted landing point 
of your ball (qa). 


contact point will shift the trajectory. 


(Timing is key to a successful stroke. 


Only practice will make perfect. 


Advanced Techniques 
(i) Super Back Spin 


During your swing on the first click, 
tap f, then on the third click, tap 
W. Your ball to spin backwards. It is 
a useful technique when you're on 
a high elevation. Also, this some- 
times allows you to skip the ball 

on water. 


©) Super Top Spin 


During your swing on the first click, 
tap W, then on the third click, tap 
#. lf you hit the pin flag with Super 
Top Spin, the ball will follow the 
pole down the hole. 


©) Super Fade 


For right-handed golfers: During 
your swing on the first click, tap €—, 
then on the third click, tap >. The 


your swing on the first click, tap >, 
then on the third click, tap <. The 
motions are opposite for lefties. 
These techniques are great for 
objects obstructing your flight path. 


Putting 
This is perhaps the most important 
aspect of golf. If you're on the fringe, 
putt instead of using the PW or SW. 
‘Notice how far you are from the 
hole and whether you're shooting at 
an angle, and up or down hill. This 
will help gauge swing strength, and 
how far to the sides you need to hit. 
©3The harder you hit the ball, the less 
it will curve, if you're putting on a 
slope. However, if you opt to hit it 
harder, you may overshoot the hole. 
Each block of the grid represents 2 
yards, which is useful when you're 
shooting afar with various slopes; 
slope elevation is represented by 
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one and right on another at about 
the same speed, you should hit the 
ball straight at the hole. Ultimately 
though, judging how to putt the ball 
will be a matter of practice. If you're 
super hardcore, you could probably 
time the dots going across one 
block with a stop watch, and then 
based on the time, you measure 
how many degrees to the left or 
right you need to hit the ball. If you 
do this, keep in mind that ball 
speed and proximity, as well as 
other slopes, must be factored in! 


Elevation 

When you're high above the green 
(like when you start on a cliff), 
remember that it will add distance to 
your hit. Also, when the green is above 
you, you will lose distance on your 
swing, meaning that you must hit it 
harder than indicated. 


MUSTER sce: And Tins 
MOSQUITO == 


T 


- The green spots are the hardest to hit. 
Set yourself up, and attack them quickly. 





—_ LEVEL TIPS / 


STAGE 7 

- 1 Extra Tank: On shelf behind 
video. 

- Turn off the light to make her 
drowsy. Go to her left leg and start 
sucking. You'll probably have to get 
up two or three times in order to 
prevent her pulse rate from turning 
red, in which case you'll battle. 
When it turns green again, return to 
her leg. If you’re slow, she'll turn over, 
preventing you from finishing quickly. 





STAGE 2 

- 1 Extra Tank: In second level of 
bookshelf. 

- Avoid the purple clouds hovering 
about. Only when she is near the left 
side of the room can you sting her; 
hit her bottom left calf. Start sucking, 
but leave when her meter turns red, 
returning when it’s green. 

STAGE 3 

- 1 Extra Tank: Above arm rest of 
couch in corner. 

- His meter turns red more quickly. 
Even if you're in his proximity, his 
meter will change, so suck in moder- 
ation and fly far, waiting for it to turn 
green. Approach him from high 
above towards the back of the room 
near the heart. Fly in fast and hit him 
as soon as the green square appears. 
Also, there's a heart in the back left 
corner of the room on the piano. 


behind her head. 

- Come in from the top left side; your 
target is her left breast. When her 
meter turns red, return to the upper 
left side of the room. Fly in for her 
breast after she turns her head 
down; sometimes, she will say “oh 
well)’ which is your cue to suck. 

This stage is somewhat easy, but has 
one difficult aspect. You only have 
210 seconds, so you will need to 

act quickly. 





STAGE 5 

- 1 Extra Tank: Inside left pan on 
rack above sink. 

- You can only attack her when she 
is near the sink, where she will lift up 
her left foot. Stay under the table 
near this area. Go in for the bite as 
soon as she raises her foot. Of 
course, since she walks about, the 
bottom of her foot is exposed for a 
limited time. Now, you must suck 
blood from the top of her right toe. 
Go in for the bite when she is near 
the sink. Come in from the right side 
near the trash can. 





STAGE 6 


| = 1 Extra Tank: Behind shoe box on 


top of closet. 

- To bite, you'll need to distract her, 
so go to her bed and turn on her cell. 
While she talks, strike the left side of 


| her neck. To optimize your time, 

“| come from the foot of the bed, turn 

| on the phone, and fly up and to the 

| right just past her shoulder. Now suck 
| from the middle finger of her left 


hand. When her meter turns red, fly 
to the corner towards the pink TV. 


o help you suck effectively, we’ve provided tips for each level in the first 
year of play. Also, the almighty Tokoya has stolen a few codes and secrets 
directly from Eidos for you. Check the Codes section for them. Enjoy! 


+, 


right side. Get under it and position 
yourself between the two burners, 


| directly in line with his hand. Stay 


between the burners and the table, 


| and attack when the green square 


appears. When his meter turns 
orange, break free, do a 180, and jet 
back to the table. There are items 
near the ceiling and in the back of 
the room next to a painting with 











STAGE 4 
- 2 Extra Tanks: Wash bowl on floor; 





STAGE 7 

- 1 Extra Tank: In small closet past 
dad on right. 

- You need to drain blood from his 
lip and left palm. Go to the closet 
area with the tank and other items; 
wait there. When he says “it’s hot,’ go 
for the lip. Since there’s no hot plate 
in the front, you won't be injured. 


Now, go to the small table on the 





you time to bite. 


chin and quickly attack. Also, behind 


STAGE § 

- 2 Extra Tanks: On table. 

- One spot is on her back. Wait for 
her to stop and begin sucking. Go for 
the spot on her stomach. Wait in 
front of her bed, desk or stereo; lay 
as low as possible to avoid getting 
spotted. The third spot is on the front 
right knee. The fourth spot is in her 
left arm pit; it appears when she 
places her hands on her hips in the 
room’s center. Wait by the CDs near 
the stereo to stay out of sight, and be 
in line with her pit. Also notice the 
items other behind the CDs. The final 
bite comes when she crawls around 
on the ground. Wait in the TV area 
against the wall, just under the 
curtains, She will stop here, giving 





STAGE 9 

- 1 Extra Tank: Under exercise 
equipment. 

- There's a spot on her front right 
shoulder, and on the feet. First, 
attack her shoulder from above. Now, 
stay low and you should avoid every- 
thing except her foot stomp. Jet away 
when the screen begins to blur to 
avoid getting stomped. Attack those 


feet! Her final spot is a faint green 
one on her stomach. It’s only 


exposed just before she speaks and 
does her super. To hit it, stay at the 
exercise equipment at the same 
elevation as her stomach. Fly up and 
down when she sprays to avoid 
injury. When it’s exposed, attack 
quickly. When she faints, fly to her 










the trash can, there’s health. 


STAGE 10 

- 1 Extra Tank: On top of closet at 
corner. 

- There are two front points: on her 
stomach and on her foot. Attack from 
above, and then hit the foot. Go 
behind her and hit the spot in the 
center of her back. The faint green 
spot will appear on her forehead 
when she says, “Miracle Rena” Keep 
her in front of you, moving up and 
down to avoid the spray. Hit the 
green spot when it appears. 





[ 


| arm of the couch near the corner; 


| avoid injury. Next, quickly fly to the 


| strategy to escape, although you may 


















STAGE 77 

- Extra Tank: Under piano to left. 

- You'll need all three health hearts 
to alleviate frustration. The first is on 
a piano chair; the second is on the 


the last is on bug spray in the top 
corner near the couch. First,,go to his’ 
back side to get his waist. Now, come . 
in at an angle from a high elevation 

to get his chest. As soon as you hit 
Circle, immediately hit reverse to 


couch and hover over it around the 
elevation of his head. When he does, 
“Kenichi Refudo,’ the green spot 
appears on his forehead. When he 
falls, stay at a slightly high elevation 
and fly at his head. When you're just 
past his eyes, attack. Suck at least a 
keg and a half. Now get a heart, if 
needed. To avoid his projectiles, fly 
away far from him; this is the only 


get hit sometimes. 








| you suck moderately. Leave after 


| the room. : 


STAGE 12 

- 3 Extra Tanks: Third step of stairs; 
by light at top of staircase; in corner 
on top of boxes on second floor. 

- Enter the door on the right. Suck 
on Kenichi’s eye; he won't awake if 














filling two tanks. Go upstairs and hit 
Rena’s eye and fill a tank. Hit mom’s 
eye and fill two tanks. Quickly leave 
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MISSION | — THE INFORMANT 
Bons: 

st scapin : The large ship that 
you must fi ight at the Bd felessis a few pods 
from its center. Check the center and destroy 


them ASAP. 


Hidden 

; [ 9: Right before you go to attack 
the last ship, cere your target until it says 
“Unknown? Now quickly destroy the unknown ship 
before it jumps into hyperspace. 


MISSION 2 — UNLIKELY ALLIES 
Bonus 
oy 5: There are only three subs that 
you peed to Gesrot | suggest that when they’re 
underwater, go and destroy a few Scarabs near the 
beach, then return after a minute or so. Doing this 
will prevent the mission from ending in failure and 


Hidden 


Hang around the beach area and destroy any 
enemies that approach. The easiest ones to 
destroy are the TF Dropships, which approach 
from behind, and the two TF Troop Transport 
Ships, which approach from the front. Destroy 
them ASAP. The hardest ones to keep off the 
beach are the droids. They are your main 
priority. When they swarm, forget everything 
else and attack. 


MISSION 3 — PRISON BREAK 

Bonus 

Dest lock Door: In the beginning, look 
on the underside of the Space station, near the 
Narrow protrusions sticking out. Next to them 
will be brown panels. Shoot these, as they are 
the doors. 


Hidden 


exterior, you'll notice a rectangular hole in its 
center. Inside is your target. 


MISSION 4 — TURNING THE TIDES 
Bonus 

First, hit any 
Subs that appear. 1. They come at the start and 
towards the end. Now, hit the bombers; they’ll give 
you problems, but they only attack once, so once 
you've taken them out, you'll be okay. Finally, take 
out the mines and turrets. Begin the level by 
destroying a few mines ahead, and when you've 
destroyed the first wave of subs and bombers, 
finish off the rest of the mines, except for the last 
two. Save them for later. Periodically, retarget to 
be sure you hit every mine. 


Hiden 

rs: Just slam them 
ASAP. The ono one that will be challenging will 
come at the end. Just jet ahead a little and take 


allow you to eventually get all of those subs. 








Bonus 

Protect the Island Shelter: You must 
destroy almost every missile that is 
launched, plus all of the bombers. | 
suggest to avoid heavy fire and 
destroy things as quickly as possible, 
use your Force Lightning and fight 


from as high an elevation as possible. 


If you’re too close to the ground, you 
will be pummeled. 


Hidden 
Destroy Ail Enemies: | don’t know 








what to say here except that you 
simply need to be quick. Use Force 
Lightning as much as possible. 





Bonus 

Destroy All Trade Federation Fighters: 
Begin by going to the left; slowly 
proceed over the mountain and start 
shooting the freighters on the landing 
platform. Don’t get too close or they 
will launch too soon. After you destroy 
the last one, three more freighters will 
launch. Immediately proceed left 
around the mountain, and hit the 
freighters with your bombs. There will 
be two more sets of three freighters 


While yout re etre ing the turrets on the station’s 





after this. Put your energies towards 


completing the mission and seek out 
the freighters when you're told. 





ion in Under Nine 
I es: There is little that | can tell 
you here. Completing this objective 
simply depends upon knowing the 
level, which you should if you can 
complete the Bonus objective. 








Bonus 


you must 


No Hull Damage: All that 
io is prevent the bombers 





a 
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care of it before the last er 








in the beginning from hitting Tritus. 
So, as soon as you hear your friend 
indicate that they are coming, imme- 
diately attack the bombers. 


Hidden 

Destroy All Trade Federation 
Freighters: You'll find that you may 
complete the mission before you're 
able to destroy the ships. So, go into 
this level with the sole purpose of 
completing this objective; do the 
absolute minimum to complete the 
mission, while focusing on destroying 
these ships. 
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Bonus 
Destroy All Missile Frigates: Destroy 
some enemies and turn to the 
Frigates when you can, and you 
should be fine. 








Hidden 

Lose No Friendly Tugs: Destroy those 
Missile Frigates. Launch Cruise 
Missiles at them to do it quickly. Now 
don’t get too close to the large ship, 
as its defenses cause major damage. 
Stay between it and your tugs so you 
can hit all of the Saboath Fighters as 
they're launched. The Saboath 
Fighters will be the main culprits in 
the destruction of your tugs, so 
they’re your priority. With you pro- 
tecting the Tugs, command your fleet 
to Attack the Destroyer. Try to keep 
the enemy tugs at a minimum. Your 
fleet will destroy some, but not all. 
Finally, in between groups of Saboath 
Fighters, try to hit as many Droid 
Starfighters as possible, but they 
won't damage the tugs as much as 
the Saboaths. 


MISSION II — 

ESCORT TO GEONOSIS 
Bonus 

Destroy the Pursuing Missile Frigates: 
There are only two here in the 
beginning, and they won't take too 
long to destroy. Just use Force Reflex 
to take them out quickly. You'll also 
encounter a bunch at the end of the 
level; again, just use Force Reflex to 
destroy them quickly. 






















Hidden 

Destroy All Trade Federation Landers: 
Use your Force Reflex technique to 
take these two enemies out quickly 
and get back to the main mission. 
You'll encounter them throughout the 











MISSION 8 — 

DEMOLITION SQUAD 

Bonus 

All Commandos Survive: The key here 
is destroying all of the Turrets as 
quickly as possible in the beginning, 
and then going for those bunkers. 
Also, whenever you hear that fighters 


mission, but after you destroy a few i 
sets of fighters, this will be the first i 
large ship you must destroy. 


MISSION Ie - 
CANNON FODDER 
Bonus 

All Tugs Must Survive: You must know 
the level’s layout a bit, since you must 
fly ahead and destroy the ground 
forces before your ships reach that 











ey 


Si 


The Landers will release Bombers, so 
use special Jedi power when you can to 
destroy large numbers at once. 


area. Ignore the Droid Fighters, as 
they'll cause little damage. Now you 
must defend against Bombers. Don’t 
let them approach the landing area; 
rather, destroy them before they get a 
chance to attack. There will be several 
waves, so search them out until your 
commander says that they’re finished. 
You must also destroy the final 
Cruiser, which is a pain. However, 
don’t attack it with your weapons; 
simply defend your comrades by 
destroying its missiles until the 
planetary gun on the moon is set. 
Now use your wingman function to 
attack the cruiser with the gun. 





Hidden 

Destroy all Turrets: Quickly locate and 
take them out before you off both of 
the Missile Frigates on the landing 
pad. Destroy the two already flying 
around, and then destroy ones on the 
landing pad. Now hit the turrets, 
returning to destroy the Missile 








are coming, attack immediately. As 
long as you attack quickly, you 
shouldn't have a problem with this 
objective. If you find you’re overrun by 
ground enemies, use Force Shock 
Wave. 


Hidden 











Frigates when you're done. If you 


| destroy it, the Bombers will be 


deployed, making it nearly impossible 
to kill the turrets. 


MISSION [3 — 

ATTACK OF THE CLONES 
Bonus 

Destroy the Trade Federation Core 
Ship: This is in the very beginning. 
Take out the group of Turrets on the 


right, and go right for the Core. To 
speed things up, use Force Reflex. 


Hidden 

Destroy All Bunkers: Since you can 
only destroy them when they rise, 
attack them immediately when you 
hear that they’re raising. They're all 
located close to the same area, so it’s 
just a matter of quickly locating which 
ones appear first. Simply hover in 
their area, and attack them when 
they rise. 


MISSION 14 - 

HEART OF THE STORM 
Bonus 

Destroy All Escaping Dropships: 
Launch Cruise Missiles at the struc- 


Destroy All Landers and 

vehicles and large freighters as 
quickly as possible. Use Force Reflex 
to get rid of them quickly. 


MISSION 3 — 
THE DRAGON'S DEN 


<< The Frigates, 
Dropships, and 








tures the Dropships are connected to. 
This will destroy them quickly. At 
most, one will detach and start to 
leave, in which case you can take it 
out easily. 


Hidden 

All Mere Transports Must Survive: 
Concentrate on the Droid Fighters. 
Use proximity mines when they’re in 
close groups, especially after they 
spawn near the base door. 


MISSION 15 — 

THE JEDI MASTER 

Bonus 

Destroy All Hex Bombers and Missiles: 
Destroy about eight or so fighters at 
the start, and then target the 
bombers. Now go for the Deployers, 
starting with the ones closest to the 
planet, working your way back. When 
your commander indicates that 
missiles have been launched, turn 
your attention to destroying them. 
Now return to the Deployers. Also, 
the Deployers have turrets, so shoot 
them from a slight distance. Try 
evasive maneuvers when under 
heavy fire. 


Hidden 
All Mere Cruisers must survive: This is 
extremely tough, as you must balance 
many elements simultaneously. The 
biggest problems are the Saboath 
Defenders; they cause huge damage. 
Suppress them as soon as they’re 
launched. Next, you must nail the 
turrets on the Destroyers when they 
arrive. Target one and command your 
fleet to hit another set. If you can 
manage to keep the Saboaths and kill 
the turrets quickly, you'll be fine. Use 
Force Reflex constantly. Also, if 

you're under heavy attack, use 
evasive maneuvers; otherwise, kiss 
your butt good-bye! 














Bonus 

Destroy All Bombers: The level gives 
you plenty of time to complete the 
main objectives, so this should be 
easy. After you leave the inside area, 
you'll find a bomber parked on the 
roof. Destroy it. 


Hidden 

Prevent All Hex Destroyers From 
Escaping: Go to the roof of the 
structure right at the beginning and 
destroy everything on top quickly. The 
final two are at the bottom. 





WWW.PSMONLINE.COM > #58 MAY 2002 > 100% INDEPENDENT PLAYSTATION 2 MAGAzINE [ =\—Yq))} 


080]::. STRATEGY 


CODES 


SELECT oe 


This month’s hottest cheats 





STATE OF EMERGENCY 


CODES FOR MORE CASUALTIES 
Enter all of the following codes in 


a correct entry. 


Big Player 
onmanm® 


Decapitating Punches 
®Qeoaw® 


Infinite Ammo 
owomm® 


Infinite Time (Kaos Mode) 
ownmnm©o 


Invincible 
QOnmwm® 


Regular Player 
@ewnwnoO 


Rising Looting 
aunww® 


Tiny Player 
onmwm® 


Unlock Bull 
3239978 


Unlock Freak 
323979°70 


Unlock Spanky 
3373756 


Last Clone Standing Levels 


| Complete the 3 minute and 5 minute 
during gameplay. A message confirms — 


version of that level. 
Mission Complete 


After accepting a mission, press 
€<€<€<€® 


NFL BLITZ 20-02 


_ BONE-BREAKING BONUSES 
_ Enter the following names and PINs 
to unlock extra characters: 


Name: BEAR PIN: 1985 
Name: CLOWN PIN: 1974 

| Name: COWBOY PIN: 1996 
Name: DEER PIN: 1997 

| Name: DOLPHIN PIN: 1972 
| Name: EAGLE PIN: 1981 
Name: HORSE PIN: 1999 
Name: INDIAN PIN: 1992 
Name: LION PIN: 1963 
PINTO PIN: 1966 


| Name: 


GAMESHARK CODES 


DRAKAN: ANCIENTS GATES 


10) =o Gy) PAs so ee] =o)o) = 
EEB2A8C6BCF4ATI2 
DE4F355E3BA89AC8 
DE4F354A2F4344C8 
Max Skill DE4F356A2F439AC8 
Level Up DE4F35623BA89AC8 


GITARGO MAN 


[e) cf @7/0) PA tse) ao\c) 3 
EE8EEA6ABCBCEB2A 
Complete Collection 
DES53EQEBCB89A82 
DE953E1EBCB89A82 
Unlock All Levels/Movies/Enable 
Master’s Play DE98149EBCA99B84 
DES814AEBCA99B84 
DES814BEBCAS9B84 
DE98144EBCAS9B84 
DES8145EBCA99B84 
DE98146EBCA99B84 


Must Be On 


Max Cash 
Inf Health 


Must Be On 


| 
| 
| 


DE98147EBCA99B84 
DE98140EBCA99B84 
DE98141EBCA99B84 
DE98142EBCA99B84 
DE98143EBCA99B84 
DE9814CEBCA99B84 


HIGH HEAT MAJOR LEAGUE 
BASEBALL 2003 


(0) =e G7 4D) PA ts}o%e) tose) a 
|=] sts}0) st sl 6) 2D) D) 24 DZ 
Home Scores 0 
C119775EBCA99B83 
Home Scores 50 
C119775EBCA99BB5 
Away Scores 0 
C119775ABCA99B83 
Away Scores 50 
C119775ABCA99BB5 
C119774ABCA99B83 
0119774ABCA99B83 
C119774ABCA99B86 
2 Balls Walk 0119774ABCA99B83 


Must Be On 


No Balls 
1 Ball Walk 


Name: PIRATE PIN: 2001 
Name: RAM PIN: 2000 
Name: RAVEN PIN: 2001 

| Name: TIGER PIN: 1977 

Name: VIKING PIN: 1977 

| PROGRAMMER’S CHEATS 


Enter all of the following codes on 


| the Match-Up screen just before a 


game begins. The codes correspond 
to the number of times you must 
press the button to change the first, 


second, or third icon; plus sometimes, 


you must press a direction on the D- 
pad. 


Extra Time Enabled 0-0-1 
Chimp Mode 0-2-5% 
Power Loader 0-2-5535 
Chrome Ball 0-3-0 
| Classic Ball 0-3-0€ 
Fast Running Speed O0-3-2€ 
| Team: Indians 0-4-5¢€ 
Super Blitzing 0-5-4 
| Weather: Clear 1-2-3535 
Huge Head 1-4-5€ 
Big Head 2-0-0 
| Team Bigheads 2-0-35- 
| More Time For Codes 2-1-2 5 
Always Receive 2-2-25 
Always QB 2-2-2¢€ 


C119774ABCA99B85 
0119774ABCA99B83 
GCVALINs@ cle)stsy 
C1197756BCA99B83 
01197756BCA99B83 
| C1197756BCA99B85 
| 2 Strikes/Out 01197756BCA99B83 
| C1197756BCA99B84 
1 


3 Balls Walk 


No Strikes 
1 Strike/Out 


1 Out/Inning 0119774EBCA99B83 
| C119774EBCA99B85 
| 2 Outs/Inning 0119774EBCA99B83 
j C1197 74EBCA99B84 


/ MOTO GP 2 


| Must Be On OE3C7DF21853E59E 
EE938E8EBCD1E162 
Lal Challenges Complete 


| BEAFOF7ABCBB9B84 | 
| Gold Challenge 15 


FOFCFCF8BCA99B83 
| Gold Challenge 1 
| FEAF9F7ABCA99B85 
| Gold Challenge 2 
| FEAFOFO5BCA99B85 
| Gold Challenge 3 
FEAFSFO4BCA99B85 
| Gold Challenge 4 
| FEAFOFO7BCAS9B85 
| Gold Challenge 5 
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| Ground Fog On 


2-3-2 
| Fast Passes 2-4-0€ 
| Team: Midway 2-5-35 
| Team: Rollos 2-5-4 
| Team: Bilders 3-1-0Of 
| Smart CPUTeam «3-1-4 
- Noftle 3-2-59 
' Extra Offense Play 3-3-3 
| Team: Neo Tokyo 3-4-4y 

Butter Fingaz 3-4-5 

Showtime 3-5-15 
| Team: Crunch Mode 4-0-335 

Power Up Offense 4-1-2 
| Infinite Turbo 4-1-5 
Power-Up Defense 4-2-1 
| Team: Brew Dawgs 4-3-2) 
| Team: Gamers 5= OF Tif 
| Power Up Linemen 5-2-1 
| Team: Armageddon 5-4-3 3 
| No Replays 5-5-4353 
| Weather: Rain 5-5-55 
Weather: Snow 5-5-5¢€ 

MISTER MOSQUITO 

SUPER SUCKING SECRETS 


Hilal‘ she) 016) 31@/\che) stata} 
Gold Challenge 6 
Li =t\ she) 20) i131 @)\ch<] sf }a) 


| Gold Challenge 7 


iA pe] 100) 3) @)Ne ho] st =J) 


| Gold Challenge 8 


| Gold Challenge 9 
| Gold Challenge 10 


FEAFSFO3BCA99B85 
FEAF9FO2BCA99B85 
FEAF9FODBCA99B85 


| Gold Challenge 11 


| Gold Challenge 12 
| Gold Challenge 13 
; Gold Challenge 14 


| Gold Challenge 16 


eV Be) 0] @s1@\c}e) stsj} 
ta =) Ve) 20) 21@ che) sto30) 
1d o1\ oe) 20) 421 @+\e}e) stso) 
Hd Ve) 0) =1@-e}°) soo) 
FEAFSFO8BCA99B85 
Ha =t:\ pe) 0) =]21@/\e)e) ets}o) 


| Gold Challenge 17 


| Gold Challenge 18 
| Gold Challenge 19 


HV Se) 20).\51@)\e)°) st3)0) 
FEAFOFISBCA99B85 
FEAFOFI4BCA99B85 





Unlock absolutely every secret in the game with this exclusive code! 


Jedi Master Arts! 

Go to the options screen and then 
to the codes screen. Enter all of the 
following codes there. 
-PNYRCADE - Unlock Everything 


Other Jedi Codes 
DIRECTOR - Director mode (watch 
missions rather than play them) 


JARJAR - Turns the ship controls 
upside down 
QUENTIN - invincibility 


Gold Challenge 20 
FEAF9F17BCA99B85 
Gold Challenge 21 
tat !\ ibe) of (0) 3] @)\c he) st sfo) 
Gold Challenge 22 
FEAF9F1I1BCA99B85 
Gold Challenge 23 
FEAF9FIOBCA99B85 
Gold Challenge 24 
FEAFSFI3BCAS9B85 
Ceo) (0 @pre||(=1ay 1-45) 
id =1\ 5°) ot P4s1@\che) staio) 
Gold Challenge 26 
FEAF9F1DBCA99B85 
Gold Challenge 27 
FEAF9F1 CBCA99B85 
C€f0) (al @ p¥e}|(=Jaf={-wets) 
FEAF9F1FBCA99B85 
Gold Challenge 29 
: FEAF9FIEBCA99B85 
Gold Challenge 30 
Ld =f\ se) alte) 31 @7\c he) stsho) 
Gold Challenge 31 
ne la ol\ se) oi ts] 31 @/ che) st 30) 
Gold Challenge 32 
: tel Ne) ois] 21 @/\e)e) st e}a) 
Gold Challenge 33 ; : 
. FEAF9F1ABCA99B85 
Gold Challenge 34 
: FEAF9F25BCA99B85 
Gold Challenge 35 
. FEAF9F24BCA99B85 
Gold Challenge 36 


NOHUD - No radar (releases you 
from the confines of computer 
radar HUD) 


HEADHUNT - Z-95 Headhunter 
Ship (unlocks this craft in both story 
and bonus modes) 


MAGGIE - Say hello to Brett’s two 
little boys 


FEAF9F27BCA99B85 
Gold Challenge 37 

1 ef\ 3°) Po) 21@\c he) stsho) 
Gold Challenge 38 

FEAF9F21BCA99B85 
Gold Challenge 39 

1 =f\ se) P40) 31 @)\che) stat) 
Gold Challenge 40 

FEAFSF23BCA99B85 
Gold Challenge 41 

FEAF9F22BCA99B85 
Gold Challenge 42 

1 =1:\ 3) PD) 31 @ Nolo) atsso) 
Gold Challenge 43 

1 =.) 3) SL 3{@) Noh) stos0) 
Gold Challenge 44 

Ld 3J\ he) 4s 1@ Nels) ststo) 
Gold Challenge 45 

FEAFSF2EBCA99B85 
Gold Challenge 46 3 

Ld =d!\ she) Pde) 31 @\ehe] st sjo) 
Gold Challenge 47 Se 

FEAFSF28BCA99B85 
Gold Challenge 48 

FEAFSF2BBCA99B85 
Gold Challenge 49 : 

FEAF9F2ABCA99B85 
Gold Challenge 50 : 

1 of\ co) soho) 31 @ Vole) stato) 
Gold Challenge 51 

FEAF9F34BCA99B85 
Gold Challenge 52 

FEAF9F37BCA99B85 


| Mother Mosquito 
| At the character selection screen, 
' hold @p and press 


12<VOO0Oann. 


Father Mosquito 
First enable the Mother Mosquito 
code. At the character selection 


' screen, hold @ and press 


| t2<JOOeaaw 


' Colors 

| Various colors for your mosquito are 
| unlocked by doing battle with family 
| members. 


Second Year Mode 


In order to unlock the second year, 
you must fill all 16 Ex Tanks. 


| Heart Rings 


There are 235 rings in each year. If 
you collect 50, you get an extra Life- 
Heart. Also, beating the Microwave 
Challenge in the kitchen will yield two 


| Life-Hearts. 


Food Items 

These give hints for the second year. 
They reveal how to unlock the bicycle 
mini-game, the Parents’ costumes, 
and both mini-mosquitoes. 

Special Costume 

The coolest costume is unlocked after 
you've beaten the pre-set battle 


times for each stage. 


THE SIMPSON’S ROAD RAGE 


| HOMER’S HIDDEN GOODIES 


| Hold @+ap and press the following 
| button sequences in the Options 


Menu. A sound effect will indicate a 


' correct entry. 


Gold Challenge 53 
FEAFSF36BCA99B85 
Gold Challenge 54 
FEAF9F31BCA99B85 
Gold Challenge 55 
Ld ot\ ie) 10) =1 Vole) sts) 
Gold Challenge 56 
FEAF9F33BCA99B85 
Gold Challenge 57 
FEAF9F32BCA99B85 
Gold Challenge 58 
FEAF9F3DBCA99B85 
(eo) fo @ pre} (=lal{=meoe) 
Ld =f\ se) 31 @ 31 @\c}e) sToJo) 
Gold Challenge 60 
FEAFSF3FBCA99B85 
Gold Challenge 61 
FEAFSF3EBCA99B85 
Gold Challenge 62 
FEAF9F39BCA99B85 
Gold Challenge 63 __ 
def \ gc] sets] 31 @\ch<) stsio) 
Gold Challenge 64 
FEAFOF3BBCA99B85 
Gold Challenge 65 
FEAFOF3ABCA99B85 
(Cfo) fet @ a}  (lafef=a ole) 
FEAFSFC5BCA99B85 
Gold Challenge 67 
FEAFSFC4BCA99B85 
Gold Challenge 68 
Hel ef\ sec) 3 O74 21 @\ch<) 230) 
L€f0) fot @ of} (=latet=1 oh) 


STRATEGY << 02! 


Ox SELECT 


| 2D Mode 
— ©ECOO 


Extra Cams 


 ©@6®@ 


| Mo’ Money 
©0008 


| Night Time 
| ©O® 


No Map Mode 
| ©©6©O 


| Overhead Cam 


| See Collision Lines 


Slow-Mo Mode 
| @©O@O 


Stop Time 


| ©©O® 


Press @ to start timer, press it again 


| to stop it. Press ® once more to 
| reset timer. 


| Turbo Mode 
| @©@6® 


Unlock Bender From Futurama 


| ©000 


| Unlock Halloween Bart 


©@O® 


| New Year Krusty 
| ©©O®@ 


- Unlock Nuclear Bus 


| ©©O® 





1 =Y\\ so] 1 @o) 31 @)\che) staso) 
Gold Challenge 70 

FEAF9FC1BCA99B85 
Gold Challenge 71 

1 o7:\ ho) G0) 21@/\ch<) staso) 
Gold Challenge 72 

lat \ she) oe] 2 @ Ne }e) sts)0) 
Hid (Um) = {= Og na 0) =o} OA B) pA ts }o}s] sto be) = 

EE9294FEBCD64E3A 
9 Cherries CEA8CIDABCA99B8C 
9 Strawberries 

CEA8C1E6BCA99B8C 
9 Apples CEA8C1E2BCA99B8C 
9 Peaches CEA8CIEEBCA99B8C 
9 Ships CEA8C1EABCA99B8C 
bs he Jo Bo} ks CEA8CI3ABCA99E6A 
99 Lives CEB59B4EBCA99BE6 
Must Be On OE3C7DF21645EBB3 

OCOB6D77F89E5867 
Infinite Lives 1C1I91IOB3F8FCFE53 
Unlock All Levels ( 

2C3FCCO5F8FCFEOF 

2C3FCCBIF8FCFEOF 
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JUST WS NOW, 
REBECCA. 











LINK-UP 


b> Justyn Zahacy, age 14 
solidsnakezee@yahoo.ca 


Favorite Genres: 
Favorite Games: Metal Gear Solid 2, 
Gran Turismo 3, NFL Xtreme 2, AC4 
Quote: “I win, you lose, go home” 


TAKE 
THESE LAST FEW 
SHELLS, AND WHEN 
YOU HEAR ME OPEN 
FIRE, RUN FOR THE 

COPTER... 


LETTERS 


The answer to your question is 
just a letter or an e-mail away 


PSM Letters 
c/o Imagine Media 


150 North Hill Drive 
Brisbane, CA, 94005 USA 


E-mail: 
psm@imaginemedia.com. 


DOUBLE-AGENTS 


"ONCE THEY 
BEGIN 10 EAT His 
DETONATE. 





WE'LL 
LOAD SMITTY'S 
CORPSE HERE WITH 
EXPLOSIVES... 


A Is Resident Evil exclusive to Gamecube or not? And what's up with that two-timing bandicoot? 


Most Characters Set to Appear on All Systems 
1. Is Resident Evil Online really being released on the PS2? How can that be? Capcom said they 
signed a contract for Nintendo ensuring that the RE series would be exclusive to Gamecube... 


2. Why is Crash Bandicoot: Wrath of Cortex being released on the X-box? Isn’t Crash Sony 
PlayStation’s mascot, or are Jak and Daxter their new mascots? 


Francis Cuevas, omegafusion@hotmail.com 


1. Neither Capcom or Nintendo ever said that the Resident Evil series would 
always be completely exclusive to the GameCube — just the remakes of RE7 through 
RE3, the new REO and RE4. That doesn’t mean, however, that the PS2 or any other 
console can’t also have games based in the RE universe (thank goodness!). 


2. Crash was considered, by many, to be one of the PSone’s mascots. However, the zany 
character was never actually owned by Sony (he’s Universal’s property). Because of 
that, he can appear on other consoles. The same situation applies to Spyro the Dragon. 
He'll appear on the PS2 first, but will eventually show up on other consoles, as well. 


b> JTBD, age 14 
oohdooman@hotmail.com 
Favorite Genres: Racing, 


Send your linkup e-mails to psm@imaginemedia.com, 
with “Link up” in the subject line. 


b> Nate Grote, age 14 


monkeypie65@hotmail.com Survival Horror, Football 


Action/Adventure, FPS, Flight Sims, 









a 
A Here's a riddle for you: Seven little Indians knew 
lots of gaming tricks. One moved to Minnesota, 
and then there were six... 





The Movie, The Mess 
| have been looking into the Resident Evil movie, 
and | noticed that in one of your articles (from 
issue 56) you mentioned that there will be a 
“Licker” in the movie. Well, the movie is about 
the T-virus, but the Lickers came from Resident 
Evil 2, which dealt with the G-virus. In RE3: 
Nemesis, the lickers were replaced with Drain 
Demons and Brain Suckers. So how can they put 
a G-virus monster in a T-virus based movie? 


Robert Spader, system_matic@yahoo.com 


Robert, when you finally see this 
movie, one thing that you’ll notice right 
away is that it plays really fast and loose 
with the videogame source material. In fact, 
the flick has come under fire from some 
hardcore fans for having strayed so far from 
the games. However, we can’t really pass 
judgement until we see the movie ourselves 
— I know I'll be in line on the first day for 
my ticket! 


Doom, Dual, Diablo 
1. Have there even been any rumors lately for a 
new Doom title? 


b> Maddie Eagle 
SlippingReality@aol.com 

Favorite Genres: RPG, Adventure 
Favorite Games: Lunar? and 2 (Which 
will ALWAYS rule), FFX, FFIX, & FFVII, 


RPGs, shooters 


Favorite Genres: Action, Espionage 
Favorite Games: MGS2, AC 4 

Quote: “Why drink and drive when you 
can fly high?” 


Favorite Games: MGS, MGS2, GT3, 
THPS3, GTA3, Timesplitters, O07: AUF 
SSX Tricky, Madden ‘OI, ‘02 

Quote: “Blue jeans are invincible’ - Me 
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Elemental Gearbolt, Marvel VS Street 
Fighter, DragonRage, Spyro the Dragon 
Quote: “This particular peasant likes his 
ice cream with anchovies on top!” 





2. In one of your recent issues, | was reading the 
Nihon Game Otaku section, and | caught a 
glimpse of a certain Legaia Dual Saga. |s this a 
sequel to the original? 


3. Is there ANY chance in the world that Diablo 
2 would be able to come to PS2 like its ancestor 
did to PSOne? 


Evan Currier, whiteshadows3@hotmail.com 


There is a new Doom in the works, 
but right now it’s only officially announced 
for PC and Xbox. I’ve heard rumbling of a 
PS2 port being in the cards, but when (or if) 
we'll ever see it is anyone’s guess for now. 
Regarding Legaia Dual Saga: yes, it’s a 
sequel to Legend of Legaia, and it will 
actually be coming to the U.S. later this year 
from Eidos under its Fresh Games imprint. 
Finally, we haven’t heard anything on Diablo 
2, but there may be a chance that it shows 
up on PS2 once Sony gets it online plans in 
gear. I loved the PC version, so it would be 
great to see an enhanced version for Sony’s 
128-bit console. 


are just sad to see such a great comedy GAMES WE 
Kombat Krazy 3. That will never happen, unless some kind _start grasping for laughs. Maybe now that WANT TO SEE 
The new Mortal Kombat has really got my blood of miraculous merger between the two production has stopped on Futurama, some BOSS BATTLES 
pumpin: | long for those endless hours of per- companies occurred. Anyway, the battle of its superb writing talent will go where This FMV game, from 
fecting all those complicated fatalities! Enough systems are too different, in my opinion, to it’s sorely needed. We can only hope... the producers of 
about my obsession — on with my questions: combine these games. One system would Who's The Boss?, 
have to be sacrificed for another, meaning From Art To Zoomo would pit the 
1. Will MK5 have a wide variety of characters? that all of you MK characters would play like —1. You know you guys are great for having comic members of B.0.S.S. 
the SF characters, or vice versa. artists draw your covers, however you're starting (Battle Operative 
2. Will | ever get the chance to see something to piss me off! You use the same cover artists too Super Squad, played 
like Street Fighter Complete, having every past We're Not Sorry, Suckers! much. | love Joe Mad, but you guys should let by the Mighty — 
character in it similar to MK Trilogy? | just got finished going through your March issue, — him get back to making Battle Chasers! Mighty Bosstones) © 
and it was great, as always, but something left against the nefarious 
3. Finally, don't you guys at PSM like the idea of me upset. On your Max Payne vs. Macbain 2. One of your greatest fanartists make it into Boss Hogg of The 
Capcom and Midway teaming up to create a section, you guys said that The Simpsons, the the industry and you don’t even do him the Dukes of Hazard 
SteetFighter vs. Mortal Kombat? greatest show of all time, had been sucking for honor of letting him draw one of you covers? fame. After : 
years. | strongly disagree, and know that! am not — What's up with that?! I'm speaking of course of defeating him, the 
Steven Oliver, godselite@hotmail.com alone in this. If when you said this, you were Long Vo, who was very frequently featured in team would go on to 
referring to videogames with the Simpsons your pages and has worked on the comics: Echo, battle “The Boss”, 
license, | would have appreciated that having Last Shot, and %Men Evolution. Bruce Springsteen. 


1. Midway says that there will be a large 
cast of mortal combatants, with some new 


LETTERS 


LETTER OF THE MONTH 


ou guys seem to love EA Sports’ Big games. | do 
too, but | think they might be pushing it a little 


too far. | mean, SSX was great, but now it seems 


like EA is remaking SSX over and over with the only differ- 
ence being the vehicle. Both Freekstyle and Sled Storm 
seem very similar to SSX in terms of graphics and 
gameplay. Personally, | think that the developers at EA 
should use their talents to make a totally original game. 


Scott Stanojlovic, ViperBMX@aol.com 


there tend to gobble these 
sequels up, and that’s why 
these derivative titles are 
made. Fortunately, EA 

tends to also release new 
and original titles along with 
those cookie-cutter sequels 
— Medal of Honor, Lord Of 


I do agree that companies tend to release 
very derivative games once they stumble upon a 
formula that works. Activision does it with Tony 
Hawk and Eidos did it with Tomb Raider. It just makes 
financial sense. We hardcore gamers tend to hate it 


2. Actually, Street Fighter Alpha 3 for the 
Dreamcast has pretty much every character 
that has ever appeared in the series, sans 
SFill characters. You could pick up the 
PSone version of SFA3, but it is missing a 
few that the DC version contains. 


been clearly stated, because | was very shocked 
and appalled when | read this. 


Alex, but we were talking about the show. 
We know the feeling though — we’ve been 
pretty appalled at the quality of the show’s 
writing for the last couple of seasons. Of 
course, this is just our opinion, but we’ve 
been diehard fans since the beginning and 


3. I'm a subscriber and I’m hate having the cover 


because we dislike playing the same game over and 
over again. However, the mainstream gamers out 





Tobe filmed entirely _ 


on location in Boston 





and old ones mixed in. Fortunately, Midway image being covered by my address information. and developed by : 
also promises that none of the characters Alex Lepe, bungholio000@yahoo.com This is the price | must pay to get each issue for BOSS Studios. Now / _ 
will receive the customary pallet swapping, a dollar? Please go back to the stickers. — 


which is typical of the series. 


Sorry to shock and appall you, 


that's boss! 


(eo) 
o°0(093 


(oye) 
5 SELECT 


b> Ron “Vash” Smith 
Rronn@webtu.net 

Favorite Genres: RPG, Fighting, 
Music, all the games no one else likes 
Favorite Games: FFVI, FFVII, FFX, 


> Tiffany Cooper, age 14 
goku_and_gohan@juno.com 

Favorite Genres: RPG, 2-D fighters, 
Action, Xtreme Sports 

Favorite Games: All FF except 8, Soul 
Calibur, The Last Blade 2, Parasite Eve 
Quote: “Who am |? I'm glad that you 
asked! I'M THE QUEEN OF CHEESE! 
BOW DOWN BEFORE ME!!!” 


> Caleb Rodriguez 
Unevenscore@aol.com 

Favorite Genres: Non-sports games 
Favorite Games: All Fina! Fantasys 
(VIl or X is the best) for PSone & PS2, 
Gran Turismo A Spec, Devil May Cry 
and many more. 

Quote: “What good is being bad if 
you're a good bad guy?” 


> Rick “Kaneda” Keilty, age 16 
Iufel<si(=1n 010) K) afoyin atl exe) a0) 

Favorite Genres: RPGs kick @$$, 
FPS, Action Adventure 

Favorite Games: G7A3, MGS2, FFV 7 
& X, Chrono Cross, G73, Jak & Dexter, 
SSX Tricky, DMC, BoFll, SH 

Quote: “C’mon guys, lets just face the 
facts. #1: Lazer Quest is a real sport.’ 


Parappa, Monster Rancher 

Quote: “If a brick didn’t know how to 
sit on walls no more... WHAT would 
you ask it?” 





WWW.PSMONLINE.COM > #58 MAY 2002 > 100% INDEPENDENT PLAYSTATION 2 MAGAzINe | ==," | 


094|:::. LETTERS 


SELECT aoe 


= 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 


YOU'RE SO QUIET... LIKE 
ME WHEN T WAS LITTLE. 


A In building a fake Tokoya for laughs, Randy dis- 
covered something unexpected... a new friend. 


: ER... YEAH! 
HOW COULD I MISS 


OUT ON THE FREE 
ZOOMO WINE? NOW 
KEEP SINGIN’! 20QMO, 
ZOOMO... 


A Between weddings, wakes and the occasional 
bar mitzvah, Bill will never go thirsty. 


1OONONOI? Nee 
1o001001001010, \EE 
ooioiooniol & 
0101001. 
m 


A At least once a week, Steve likes to contact the 
mothership in order to keep her updated. 


A We don’t know who is sicker — Randy for his 
sneak attacks, or Dan, who photographs them. 





b> David Bugghins, age 22 








Elliot Richter, DemonPenguin02@aol.com 


might just want to check it out! 


E18 You can get the Fat Slacks CD from our website: www.polish-pope.com. We have PayPal out there , so 
ordering is easy! We also take checks and money orders. Hey, beer isn’t free! Buy one, dammit! 


MY LD 


4. You guys need to hire some more staff artists 
or contributing artists, like Robert Dejesus and 
Sam Lui of old. They rocked! 


5. WHAT THE HELL IS ZOOMO?! 
Scott Monteiro, thedarkenedsoul@hotmail.com 


1. Joe stopped doing Battle Chasers 
to start his own game company — sorry! 


2. Long Vo is awesome, we don’t have 
anything against him! :-) 


3. Uh... | don’t think I can help you there, 
Scott. We gotta get the book to your house 
somehow! 


4. Yeah, we’ve gotten away from that a bit 
here lately, but you never know... 


5. Only Gary knows for sure, and we sure as 
hell ain’t going to ask him. He might do 
something bad to us. 


Gun Control 
Have you heard of like a lot of people having 
trouble with the Guncon 2? | ask this because | 
got mine with the game Vampire Night. This 
game requires a lot of rapid fire shooting and, 


b> Reggie Hampton, age 14 


HARDCORE a 


My ai sae over ay and we popped in GTA3. Well, he claimed that you could fly. | denied | it, but he insisted, sol 
drove him over to the airport and set him up in a Dodo. Then he takes it on the runway, gains speed, and actually lifts off. We 
continued to investigate this and figured out some tactics of getting higher, but still only got 4-5 second flights. He claims his 
friend was able to stay in air for around 2 and a half minutes and was actually able to fly all the way off the runway, over the 
water and to the city. Have any members of the staff experimented with this? | figure you get the most air by gaining speed, 
then tap up on the joystick and “bouncing” up into a flight. 'd appreciate any view on this, along with any amazing records you 
guys have obtained. Hey Bill, where can | get a copy of a The Rockin’ Chair! album? 


[XLISI Flying the Dodo is pretty complex since you're essentially riding the wind — it can be very tricky to get 
down at first. There’s a whole science to doing it right which would take way more space to explain than we have 
here. However, there’s a great Dodo faq at www.gamefaqs.com that explains the whole process in detail. You 


after about 4 heavy sittings with my two cousins 
and | trading off on my one gun, it started not 
registering when | pulled the trigger. | mean 
nothing at all. So | was wondering if | just got a 


bad unit or if this is a more wide spread problem. 


KC Abshere,kabshere@ectisp.net 


I haven’t heard of any problems 
with the Guncon 2. In fact, we have two 
of them here and I’ve used them frequently 
with no problems to speak of. You might 
just have a defective gun. If that’s the 
case, then just contact Namco’s support line 
via the 800-number in the back of the 
instruction manual. 


So Sensitive 
| got too emotionally attached to FFIX. The char- 
acters were more rounded and the story was 
excellent, so | got depressed after beating it. 
Recently | beat FFX. | had 73 hours on it, trying 
to find everything. After the last battle, | had that 
same feeling of depression. | think it was worse 
with FFIX because of the voice acting, which 
made them all appear more complete people. 
Do any of you guys have this problem? | don’t 
get this way with any other games. 


Pete Gutierrez, psg 1024@hotmail.com 


b> Rebecca 


























CELEBRITY 
LETTER 


It your old friend 
Samanosuke, with 
warm greetings 
from the 
Caribbean! After | 
defeated the vile 
Fortinbras at the 
end of Onimusha, 
my friend Yagyu 
Jubei sent me ona 
cruise around the 
world, all 
expenses paid! 
What a true 
friend! | wonder 
what he is doing 
right now? Well, | 
should go — | still 
have a few ports 
of call before | 
head back to 
Japan to star in 
Onimusha 2. See 
you soon! 





b> Jeremy Sanchez, age 14 
MetalGearSnakke@cs.com 
Favorite Genres: Action, Adventure 


Favorite Games: Metal Gear Solid 2, 


Final Fantasy X, Twisted Metal: Black 
Quote: “Get out of my mind, Liquid!” 


Holyhorror@Hotmail.com 

Favorite Genres: RPG, action, 
strategy, racing 

Favorite Games: Tomb Raider 
Tenchu, Wipeout, Kessen, Metal Gear, V 
Fighters, Vigilante 8 

Quote: “Since all is well, keep it so: 
Wake not the sleeping wolf. 


big_thuggin@hotmail.com 


Favorite Genres: Action, Adventure, 


RPG, Sports, Wrestling 

Favorite Games: NBA Street, Final 
Fantasy X, Devil May Cry, Metal Gear 
Solid 2, Grand Theft Auto 3 

Quote: “This is it.. this is your story... 
this is where it ends! 


T= n"] 100% INDEPENDENT PLAYSTATION 2 MAGAZINE > #58 MAY 2002 > WWW.PSMONLINE.COM 


Shoryuken_girl@digikaizerzzn.com 
Favorite Genres: Capcom/SNK 
fighters, RPG, Action, Anime-based. 
Favorite Games: Capcom vs SNK 2, 


Devil May Cry, Rival Schools, King of 
Fighters ‘99, Dragon Warrior VII. 
Quote: “Can't win? Try Vega, Sakura, 
or Ken! Works every time!” 























HEY 
BABY, GET OUT 
OF MY DREAMS 
AND INTO MY 





HEY, 
AREN'T YOU 
THAT “TOYOTA” 
GUY FROM ee 

PSM? 2 


ager 


IT'S 


" GOOD, 
(tat Guy's A 
FREAK. 


You make a good point, Pete, and 
Tokoya sympathizes with you. He, too, burst 
into tears, and huddled into the fetal 
position at the end of FFX. However, good 
or bad, you have to give Square props for 
creating a game that elicits such emotions. 
Personally, I find this to be a step forward 
for videogames. It is games like these that 
elevate our addiction above the level of 
simple entertainment. 


Banned, Not Censored 
One day | was searching through E-bay for 
Grand Theft Auto 3, when | came across several 
results saying “GRAND THEFT AUTO UNCEN- 
SORED VERSION!” | clicked on the item to see 
the item description and it said “Grand Theft 
Auto 3 uncensored version is quickly being 
pulled off shelves for its high violence and is 
banned in Australia for its high degree of gore 
and blood. Grab yours now before they run out!” 
| was wondering if this was true. 


Curious, CuriousApilak2@aol.com 


SGE3 According to the developers, there 
is only one version of the game that was 
released. Anyone who says otherwise is just 
lying to you. Just be happy that you can 
play the game, though, as several countries 
out there have banned the game from being 
sold at all. 


Onimusha Info 





AND 


YOU'RE A 
Ss 
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THE PSM SPY CAM 


SLURP YOUR 


AH, FRUITY BLOOD IS 
LIFE DOESN'T .: QUITE DELICIOUS, 
GET ANY BETTER i STRANGER... Szypp 
a ; Lae 
cf 
ree 
OH 
YEAH! 


: AND 
I'M A GOOD 
Z G) SOURCE OF Je 
KANK -- = be 4 VITAMIN C! 
3 | 


GOODBYE. ' 


| was recently flipping through an old mag 

with an interview with Keiji Inafune about 
Onimusha: Warlords. \n the interview, he said a 
few things that were going to be in the game 
that didn’t make it to the final copy. | was 
wondering if any of these features would make it 
into Onimusha 2? 


1. Inafune said there will be books or scrolls that 
will allow your character to learn new moves. 


2. Is there going to be a town to explore and lots 
of characters to talk to like in Shen Mue? 


3. Has any U.S. release date been announced 
yet for Onimusha 2? 


Dustin Bryant, freedom@defnet.com 


Onimusha 2 will allow you to 
learn new moves through collecting certain 
items like scrolls. This ought to make the 
combat system slightly more dynamic. 
Fortunately, there is a town now that 
allows you to purchase, barter, and talk 
with people. I wouldn’t say that it is nearly 
as expansive or deep as Shenmue, but it 
adds an RPG element to the gameplay. 
Finally, the U.S. release is still tentative, but 
expect to see it sometime this summer! 


Yes, It’s True, Il’s True 
I've been reading rumors and reports of a FFX 
International. \t has an extra epilogue that takes 





TECH TALK 


Tap Into This 


| recently coughed up some money and finally bought a Sony MultiTap 
for the PS2. | have games, like NHL 2007 and NBA 2002, that | use the 
MultiTap to play with my cousins. Just the other day, my cousins wanted 
to play Crash Team Racing on the PS2 with the PS2 MultiTap. | said yes 
and put the CD in and plugged the MultiTap to the PS2 and put in four 
controllers. It turned out that the MultiTap didn’t work on a PS1 game. 
What's the problem, is it my MultiTap or is it that PS1 games are not 
compatible with the PS2 MultiTap? 


Alvin Alkatib, aalkatib_ 2000@yahoo.com 


Ei No, you don’t have a defective MultiTap or anything like 
that. Due to the design of the PS2, the new MultiTap won’t 
work on the PSone. The old MultiTap will work on the PS2, but 
only when you're playing PSone titles. I hope that helps you. 





place 2 years after the end of the original. Its also supposed to have an 
updated sphere grid system that gives you more control over your 
character's attributes. I've seen the screen shots at Square's Japanese 
website, so | know it's real! Could you tell me anything else that you might 
know about this?! 


Matt G., akito_ 456@yahoo.com 


(O78 The FFX International game should be out by the time you 
read this response. All of your information is accurate. 


b> Roxanne W., age 13 
roxannewayne@alltel.net 

Favorite Genres: Fighting, RPG, 
Action, Adventure 

Favorite Games: BLOODY ROAR 3, 


FFX, Spyro (all), Klonoa 2, Dragon Ball 
GF-Final Bout, Legend of Dragoon 
Quote: “You can try again anytime’- 
Shina, Bloody Roar 3 


b> Evan Currier, age 18 
whiteshadows3@hotmail.com 
Favorite Genres: Shooter, RPG, 
Strategy 

Favorite Games: Final Fantasy], 6, 8, 
10, Legend of Legaia, FF Tactics. 

Quote: “You see things and say, ‘why?’ 
But | dream things that never were and 
| say, ‘why not?” - G.B. Shaw 


b> Michael Medina, age 12 
MICHAE2414@aol.com 

Favorite Genres: Fighting, X-Sports 
Favorite Games: Tony Hawk's Pro 
Skater 2/3, MGS, Crash Bandicoot 
Quote: “Life is like 935,537,821 dollars 
and 52 cents. It’s what you do with it 
that counts. Spend it, but don’t lose it. 
Save it, but don’t burn it? 


b> Cameron Landreth, age 14 
jedi_punker@yahoo.com 

Favorite Genres: RPG, Fighting 
Favorite Games: FF5 - FFX, Ace 
Combat 2-4, Tekken 1-3 

Quote: “If the Force was real, my 
chores would have been done hours 
ago, my cat would fly, and Bin Laden 
would be Darth Vader's best friend!” 
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Every month we take a look at the coolest PlayStation fan 
art from the hottest new talents. If you'd like to see your 
illustration printed here, send us a copy! (We'll take 
originals too, but we can’t return them). Address it to PSM 


Fan Art, c/o Imagine 


gine Media, 150 North Hill Drive, Brisbane, 
CA 94005. Or, even better, e-mail a hi-res version of the 
piece to us at psm@imaginemedia.com. Be sure to label the 
subject heading “Fan Art.” Now get busy! :-) 








A This busty piece of Lara art comes 
courtesy of JEFF DIOLATA. Thanks! 














4A THAO VANG’s got a coo! name, and 
his FFX art isn’t too shabby, either. 








A This month's Big Pic comes to us from DAVID PIELICH, who sent in this 
incredibly dynamic shot of Jak and Daxter. Our favorite aspect of this . 
piece is that Jak is showing more attitude than he does at any point in PHOBOS = 
the actual game. I mean, come on, this guy just stands there blank-eyed A AAR 

through every conversation while Daxter yaps away. What a maroon! ch 





oe Sa Sree ec do | 4 What a dramatic shot of FFXII's Squall 
Guilt y. Rock on, Badguy! | from TYLER KINNER! 








> Matthew Valdivia, age 15 > Breeahna Dupree, age 11 b> Tad O’ Mac, age: 23 > Andrew Wilson, age 23 
ladiezman86_2001@yahoo.com FSife)a(=1e)(=1-PA C10) Kae) n) tripleh_dx_78@hotmail.com Andreww78@aol.com 

Favorite Genres: RPGs, Action Favorite Genres: fighting, RPG, Favorite Genres: Action, RPGs, Favorite Genres: Some RPGs, 
Favorite Games: Final Fantasy VII, Vill adventure Adventure. Fighting, and Action 

and X, Metal Gear: Solid? and 2 Favorite Games: Final Fantasy 7 Favorite Games: GT7A3, baby! RE:2, Favorite Games: Castlevania 

Quote: “He destroyed my hometown 8&10, MGS1&2, Crash Bandicoot, Metal Gear Solid 2: Sons of Linerty, Symphony of the Night, Final Fantasy 7 
five years ago, killed Aeris, and is now Xenogears, Grand Theft Auto Metal Gear, FF IX, FF X. &10, Grand Theft Auto 3 

destroying the Planet. I'll never forgive... | Quote: “Death hurts like hell’-Heero Quote: “Finally! Resident Evil: The Movie _ Quote: “Never underestimate the 
Sephiroth” Yuy and “It’s not over yet!”-Zero Is A Reality, Whoo hoo!” power of the human spirit’ 
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RESET 


This issue’s over, but another 
one is already on the way 


TOMB RAIDER: LARA REVEALS HERSELF TO US 


We're just a few weeks away from going hands-on with Lara, and we'll 
be here next month to give you all the dirty details. They say gentlemen 


never kiss and tell, but who ever accused us of being gentlemen? 


MORTAL KOMBAT: BIG, MEATY PORTIONS 
A few screens of Midway’s latest Kombat have trickled out here and 


there, but next issue you'll get your first big look at the game. Will it 
return the franchise to its former glory, or perform a Fatality on itself? 











AND THE 
WINNER IS... 


SCOTT RENSHAW of Fairfax, VA is 
the winner of our January Caption 


Contest. Check out his winning 
caption below. Scott, your PSM 


Prize Pack is on the way! 


A “Hey Tidus, I think that monster's 


giving you the bird.” 








MAY, 1999 
Street Fighter Gets Back on Top 
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\ Just looking at this 

awesome Joe Mad art 

makes us wanna play some 


Street Fighter Alpha 3. 
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TRY TO TOPPLE THE CORPORATION WATCH YOURSELF - DEATH SQUADS PROWL FIGHT TONS OF PEOPLE AT 
OR SIMPLY CAUSE COMPLETE MAYHEM THE STREETS LOOKING FOR TROUBLE ONE TIME, USING SPECIAL SKILLS 
AND BRUTE FORCE 


Blood and Gore 


Violence 
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A SHADOWY CORPORATION HAS SEIZED CONTROL OF YOUR COUNTRY. 
H EOPLE HAVE TAKEN TO THE STREETS IN PROTEST. 
TE F EMERGENCY HAS BEEN DECLARED 








AWARDED AS “THE TOP OVERALL GAME AT 3” “WE'RE THINKING ROCKSTAR’S STATE OF EMERGENCY 
MAY TAKE THE CLASSIC OLD SCHOOL BRAWLER 
TO THE NEXT LEVEL OF INTENSITY.” 


“E39 SHOWSTOPPER” 


“IT’S ORIGINAL, IT'S WILD, AND FROM WHAT WE'VE 
SEEN AND PLAYED, IT’S AS FUN AS THEY COME.” 


“GUILTIEST PLEASURE” AWARD AT 83 





- PREPARE FOR CHAOS AS HUNDREDS OF PICK UP ITEMS OFF THE STREET AND DEEP SELECTION OF HAND-TO-HAND 


PEOPLE FILL THE SCREEN - EACH CITIZEN USE THEM TO FIGHT YOUR OPPRESSORS ' FIGHTING MOVES AND TONS OF SUPER- 
REACTS DIFFERENTLY TO EVENTS DESTRUCTIVE WEAPONS ARE AT YOUR DISPOSAL 


PlayStation.c QUIS 


CAPCOM’S EPIC SAMURAI ADVENTURE SERIES © 
CONTINUES... 


Blood and Gore 
Violence 
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